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seavers ih his first stunt-packed computer 
movie. 

D u k e s o f H a z f a r c j J | J — 
Its the 4th of July and Bo and Luke Duke are planning their 

noisy, annual party, but Boss Hogg knows about the Duke 
boys plans and has sent Roscoe and company out to put a 

to their revelry 

e adventure worthy of comparison with jet Set Willy' 
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THE HORRORS OF 
THE HOLOCAUST 
Dear Sir, 
I thought my Nazgul 
raiders were the most evil 
creations in Middle Garth. 
That was before I 
discovered Raid Over 
Moscow by US Gold. What 
a nasty little number! The 
horrors of the nuclear 
holocaust all in the name 
of good fun. It's not as if 
ethics have been 
sacrificed for graphics and 
play ability. I myself have 
played it and I think I'll 
stick to torturing Hobbits if 
I feel like a bit of fun. 
Sauron 
Mordor 
Middle Earth 

WHAT WILL IT DO 
FOR PEACE? 
Dear Sir, 
After reading November's 
issue of C&VG, I was 
horribly shocked, indeed 
offended, that you had 
published your otherwise 
excellent magazine with 
such a tasteless and 
insulting advertisement as 
the one on page 125 — 
Raid Over Moscow by US 
Gold! 

I don't doubt that it is, or 
maybe, an excellent game, 
but I do not wish to be 
drawn into another sick 
episode of this American 
hang up with the peoples 
of Russia! 

The advertisement, let 
alone the game, is 
provocative, insulting and 
harmful to what any peace-
loving person dreams for 
. . . and your acceptance 
of the advertisement 
indicates to me that you 
have no objection to the 
thought of bombing other 
peace-seeking Russians in 
Moscow!! 

I'm sorry — that sort of 
trash I can do without.. . 
and to think that a few 
years ago I used to think 
that a war with the 
Communists was totally 

unthinkable and that 
Western governments 
were concerned with 
finding any sort of 
peaceful solution. Now it 
seems that war is 
inevitable . . . and we're 
preparing for it . , . and 
preparing our children 
too!! 

BUT NOT MINE!! 
Jeff Stones 
DronGeld 
Sheffield 

THE GRAPHICS ARE 
GREAT ANYWAY 
Dear Sir, 
My view on Raid Over 
Moscow is that it is 
brilliant. The mark of 8 you 
gave for graphics I 
thought was too low, 
though. I would give it 10. 
Despite ths tact that, as 
you say, at the beginning 
it is difficult to learn how 
to control the plane, once 
you have mastered it you 
certainly find it is 
worthwhile. 

I personally think that if 
a game is too easy you will 
soon get bored with it. 
This game gives me a 
challenge and I still 
haven't blown up the 
second robot at the end 
yet — and that's at level 
one. Regarding your 
comments on the game 
being questionable and 
whether you were being 
hypocritical by criticising 
that aspect of the game, I 
think you are being 
hypocritical about it. I 
would never have thought 
of the game being 
questionable if I hadn't 
seen your comments on 
the bottom. 

A brilliant game like this 
should not be marred by 
comments about whether 
it is questionable or not. 
You really must put a 
game and reality into their 
own perspective. The 
packaging describing the 
game is excellent and this 
one I think will sell as 
many, if not more, copies 

than Beach-Head. The 
challenge is greater to 
attract more buyers. Keep 
it up, Bruce Carver! 
Andrew Wyles 
Grantham 
Lines 
PS May I thank you for the 
best computer magazine 
you can buy. 

DEVIOUS WAYS 
WITH DECATHLON 
Dear Sir, 
I've got some great tips for 
Daley Thompson's 
Decathlon. On the Long 
Jump, land just behind the 
jump line, then watch the 
man with the tape measure 
go super-bonkers. My best 
on the long jump is over 
423m. On most throwing 
events, throw the object at 
45° but on the Javelin, if 
you haven't got much 
speed, throw it at about 
55°. On the Pole Vault, 
land the pole just behind 
the bar then just after the 
pole has bent half way up, 
let go. On the 1500, run up 
to 1000m with your speed 
just about in the purple 
then up to full for the last 
500m. 
Malcolm Perryman 
Caterham 
Surrey 

A GAME BY ANY 
OTHER NAME? 
Dear Six, 
Another magazine which I 
read did a review on the 
perils of piracy. It didn't 
mention anything about 
the mega-ripoffs. We all 
know what they are and 
curse the day we bought 
them. Ultimate's Sabre 
Wulf, is just another 
scenario for A tic Atac, and 
Melbourne House's 
Hobbit is a superb game 
but at a price too high for 
most people to reach 
(without saving). It would 
have been much better at 
around £700. The only 
game which I have seen 
which is worth the money 

is Bug-Byte's Twin 
Kingdom Valley, (hereafter 
known as TKV). I was 
astonished at the graphics 
which I saw on my friend's 
Electron. I was overjoyed 
to see the price when it 
came out for the Spectrum 
at the right price of £7.95. 

The graphics are 
astounding — it must be 
the best game at the price 
Dare I say better than Jet 
Set Willy? Well it is, it's a 
must. If you thought the 
Hobbit was good value, 
this must be dead good 
value! 

This is why the games 
are copied. They are 
priced at such high levels 
that the only way to get 
one is to copy it. Thus is 
the law of pirates! 

I was thrilled to receive 
my copy of Danger Mouse 
in Double Trouble. My 
high score is 20,345. Can 
anybody beat that? 

Thanks for a great 
magazine! 
Cedric Hubbard 
Ottershaw 
Surrey 

PYJAMARAMA IS 
FOR THE 64 TOO! 
Dear Sir, 
In your November issue, 
you donate a large area for 
the review of Pyjamarama 
by Mikro-Gen. Why do 
you not mention that it is 
also available for the 
CBM64? Please print this 
so other CBM64 users can 
delight themselves with 
the "Oh so excellent" 
graphics, etc. 
Neil Munro 
Kings Langley 
Herts 
PS. Please send me a t-
shirt (medium) or is that 
pushing my luck a b i t . . . ? 
I've got two wives, 17 
children, I live in a 
shoebox in the middle of a 
motorway . . . the 
envelope is on HP, er what 
else can I beg with?! 

What do you mean I 
can't have a t-shirt?! 

Please drop us a l ine a t : C o m p u t e r & V ideo Games , P r i o r y C o u r t , 3 0 - 3 2 F a r r i n g d o n Lane, London EC1R 3 A U . 
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ADVERTS - YOU 
WIN A FEW... 
Dear Sir, 
Thanks for a great 
November issue of C&VG, 
not least of all for adverts 
on a very much 
cheapened Atari 800. At 
well under £100, it has to 
be the very best buy for 
home computer/games 
enthusiasts (if it wasn't 
always). 

One problem with the 
old machine which I never 
could quite understand, 
was "artefacting", or 
rather how it never really 
was successful on British 
PAL system TVs. The 
machine's highest 
resolution mode 
GRAPHICS 8 is only 
capable of one colour and 
two luminances but, with 
artefacting, dozens of 
colours are available. This 
is a feature used on such 
games as Drol, A.E., Love 
Runner and Hard Hat 
Mack which all perform 
dismally on British TVs. 

It is not surprising, 
therefore, that there has 
been quite a stir recently 
with the emergence of 
modified versions of the 
games from West 
Germany, with full colour 
and which run perfectly 
on PAL systems. What I 
want to know is why this 
hasn't already been done 
for games despatched to 
British consumers, by the 
respective companies? 

Could you, perhaps, 
enlighten your readers on 
what exactly artefacting is, 
maybe with a list of 
artefacted games to look 
out for? 

One last request. I never 
quite seem to agree fully 
with your review section 
on some games. Why not 
devise a system whereby 
your readers review 
games, with a hints and 
tips section where readers 
can contribute. 

Finally, if Atari disc 
users have a machine 

code routine which they 
wish to run directly from 
Basic without entering 
DOS, they can simply 
rename it DUP.SYS and 
call it up by typing DOS. 
Tony Dolman 
Don caster 
South Yorkshire 

ADVERTS - YOU 
LOSE A FEW... 
Dear Sir, 
I have taken C&VG from 
the very first issue. Now I 
know you have to put in 
the ads in order to cover 
costs, but I am afraid the 
December issue was a bit 
too much. 

There are more than a 
150 pages of adverts, some 
in bunches of 18 or 20.1 
feel ripped off. 95p for 
what few pages there 
were of interest to me 

| makes me want to cancel 
my order. 
A Haynes 
Wordsley 
Stourbridge 
Editor's reply: Sorry if 
you feel that there are too 
many adverts, Mr Haynes 
— bat if you look back 
through our past issues 
I'm sure you'll see that 
the editorial/advert split 
has remained pretty 
constant. Maybe it's 
because so many 
advertisers are copying 
the way C&VG's pages 
look that you are noticing 
them more! And 
remember that saying 
about quality not 
quantity! But what do the 
rest of you think? Let me 
know. 

WHAT ABOUT 
TUNNELS & TROLLS? 
Dear Sir, 
Regarding your article 
about adventure role-
playing games in the 
November issue of C&VG, 
I thought that you had 
presented the methods of 
play used in RPG very 
well. At the end of the 

article, though, in the list 
of the various games, 
magazines and miniatures 
— shock! horror! — you 
had not included my 
favourite RPG, Tunnels & 
Trolls which, in my 
opinion, despite having 
played D&D which is 
weird, limited, 
exorbitantly priced and 
over advertised, still 
comes out tops, merely 
because it is ten times 
more flexible. It has a 
huge choice of weapons 
and monsters and needs 
only three six-sided dice 
— as well as being a lot 
cheaper. 

D&D has been aired 
once too often. Give T&T a 
chance. 

Finally. I must commend 
you on your excellent 
books especially The 
Warlock of Firetop 
Mountain which was 
illustrated by my ex-art 
teacher, Russ Nicholson. 
Graham Freestone 
Haverhill 
Suffolk 

REVIEWS FOR THE 
ATARI? WHERE? 
Dear Sir, 
Congratulations! In 
August's issue you actually 
printed four games 
reviews for the Atari. One 
of them Bruce Lee was 
game of the month! Were 
they meant to be printed 
in the same issue or 
spread over the rest of this 
year's issues? 

In July's issue, there 
were 26 reviews and — 
SURPRISE, SURPRISE — 
none were for the Atari. Is 
this lack of reviews 
because you feel you are 
wasting your time 
reviewing them? After all, 
you've only got 500 to 
choose from. Out of those 
26 reviews, eight were for 
the CBM 64. Anyone 
would think it was better 
than the Atari! 

Also how about another 
Atari game in the Hall of 

Fame? A game like 
Defender or any of the 
other brilliant games out 
for the Atari? 
Glen Hambly 
Walsham 
Norfolk 
Editor's reply: Sorry! But 
you must admit 
Commodore and Spectrum 
owners outnumber the 
Atari owners. Having said 
that, we will attempt to 
improve our coverage of 
Atari games. 

MASTERTR0NIC -
THEY'RE NOT SO BAD 
Dear Sir, 
I was rather disappointed 
with the editor's attitude to 
Mastertronic's games in 
his reply to Mr A Catling's 
letter (Aug. issue). They 
aren't all that bad. 

I own a CBM 64 and, 
although I do not own 
BMX Racers which had 
quite a bad review in that 
issue, I have seven of 
Mastertronic's existing 
range of Commodore 
games and at least six are 
of excellent quality, 
especially Duckshoot, 
Hektik and Squirm. 

Why not subject your 
reviewers to a month of 
the games listed above 
and note the reaction? 
Richard Conway 
Lanarkshire 
Scotland 

PARKER ARE 
PULLING OUT 
Dear Sir, 
Is there any truth in the 
rumour that Parker are to 
produce a range of 
cartridges compatible with 
Interface 2? If so, will Sfar 
Wars be included amongst 
them? 
David Cottle 
Bishopston 
Swansea 
Editor's reply: Parker 
have decided to shelve all 
future video and 
computer games. • 

Please drop us a l ine a t C o m p u t e r & V ideo G a m e s , P r i o r y C o u r t 3 0 - 3 2 F a r r i n g d o n Lane, London EC1R 3 A U . 
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a diamond can also cfaim his or 
her share of the Royalty Fund. 
• H This grows wi th every 
copy sold up to a maximum of 
£1 million. 

The Spirit of the Stones 
book is a great read. 
^ H The Spir i t of the 
Stones sof tware is great 
entertainment. 

But they're much more 
than that. 

They're an adventure, 
• • i A fascinat ing tale of 
mystery and imagination. 
l ^ H A voyage of discovery on 
the Isle of Wight. 

A voyage of discovery 

STONES HIDDEN ON 
THE ISLE OF WIGHT 

There are 41 of them. 
H^H 41 real diamonds hidden 
somewhere on the island, just 
waiting to be discovered. 
• • 4 0 diamonds set in 
stoneware talismans. And the 
great Wight Eye itself, the most 
fabulous diamond of them all 

omy f - c o m m o d o r e 
o n e m a n r n r n n i i - R C N C-I-IP--P\»1 A R~%R~ 

WKM But - and here's the 
catch.. . in the form of riddles 
and clues. 

Solve the puzzles in the 
program and you'll find it easier 
to solve the puzzles in the book. 

Solve the puzzles in the 
book and one (or more) 

diamonds can 
C O M P U T E R S O F T W A R E BE y o u r s . 

knows where they are hidden, 
and he's not saying. 
^ m All that he has to say he's 
said already. In the Spirit of 
the Stones. 

It's a book and a computer 
game. 

And together they reveal 
the whereabouts of all those 
diamonds. 

Forever. And ever. 
i ^ B You don't even have to go 
to the Isle of Wight . ['Though 
should you want to, we've put 
a bargain holiday of fer in 
every pack). 

You simply work out 
where the diamonds are, 
and post off your claim. 

Whoever discovers 

into an unknown world of 
pol tergeists, unholy spir i ts , 
banshees, mant icores and 
demons. 

The Spirit of the Stones 
is as enter ta in ing as it can 
be rewarding. And, like all of 
our sof tware, it has been 
specifically designed to get 
the best out of Commodore 
hardware. 
I H I You can't choose better. 

Commodore software: it 
costs no more, even though 
there's more to it. 

S P I R I T OF T H E S T O N E S D I S K OR C A S S E T T E W I T H B O O K £ 1 4 . 9 9 . 



A cry of national outrage! Poor Monty banished for life 
amongst murderers, arsonists, the lowest of the low. Fear 
not, this Mole is innocent, and plans are in hand to rescue 
your Superhero. Who is the mysterious masked rodent 
willing to challenge death for his lifelong friend? What are 
the evil forces working in Scudmore Prison? 

At the dead of night Sam leaves his lair and makes for the 
large houses where, with the aid of some everyday tools 
and a good measure of cunning, there are wealth and riches 
for his delight (not to mention his pocket). It couldn't be 
easier... sneak into the house, find the safe; light the blue 
touch paper and stand well back. Then out into the night 
with the ill-gotten gains! But Sam has reckoned without one 
or two adversaries who are more than a little determined to 
get the better of him... 

OTHER GREAT TITLES FROM GREMLIN: 
Suicide Express CBM 64 £7.95 

Monty Mole CBM 64 £7.95 
Spectrum 48k £6.95 

Potty Pigeon CBM 64 £7.95 
Spectrum 48k £6.95 



fOU'VE NOT GOT THE 
UlNS, YOU DON'T KNOW 
UT YOU'RE MISSING! j 

Ex serviceman Gilbert Gumphrey, drammed out of the 
Army in 1946 because of his acute short-sightedness has 
been struggling to hold down his job as a store detective for 
the last thirty nine years. But things are hotting up for 
Gilbert, known to all as "Grumpy". Now that times are 
becoming harder and staff made redundant, he has to 
perform all kinds" of tasks; not only catching thieves, but 
caging the gorilla and tidying the warehouse, otherwise he 
might find himself surplus to requirements too! Can Gilbert 
hang onto his job? You can help him, but be warned — this 
is no ordinary department store! 

GRUNPYCUtlPHREYl 

H I 

Poor Bob! All he wants is to lead a quiet life and build his 
dams. But the peace is soon shattered when the local 
townsfolk find their taps running dry. Bob's dams are 
plainly to blame so as soon as he completes one, the locals 
blow it up! And that isn't the end of Bob's troubles either, for 
there are sharks, crocodiles and all manner of underwater 
hazards for him to negotiate. Help Bob in his never ending 
struggle to build his dams and avoid the predators that lurk 
in the deep. 

All titles available for Spectrum 48k £6.95 
For amazing graphics and outstanding sound effects run a gremlin through your micro. 

— Gremlin Graphics, Alpha House, 10 Carver Street , Shef f ie ld S I 4FS. Te lephone: ( 0742 ) 7 5 3 4 2 3 
u— 



STOP PRESS THIS FABULOUS NEW GAME IS NOW FEATURED IN 
THIS MONTHS COMPUTER & VIDEO GAMES HALL OP FAME. . . . 

If you've ever wondered how it 
feels to be Eddie Kidd.,, defying 
danger and gravity, soaring on a 
motor-bike over a long line of cars 
... here's your chance to find out! 

This fabulous new game -
Jump Challenge - has been 
produced for you by Martech, 
with a lot of help from Eddie 
himself. 

At the age of 12, Eddie Kidd 
was Jumping over oil barrels on a 
bicycle. At 18, he shattered the 
world record with his astounding 
leap of 190 feet - clearing 14 
double-decker buses. Can you 
match his skill, courage, control 
and ice-cool nerve? Jump Challenge 
will show how you compare with the 
King of Motor-Cycle Stunts! 

. ^urmSHA 

( H . i "
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m c i f t e c h 

CBM 64 

Available from leading software 
retailers OR order today 

by man, price £4 95 (48K 
Spectrum) or £7 95 

(Commodore 64, 
BSC '8', & Electron) 

including VAT and PAP 
Please make cheque or 

postal order payable 
to Software 

Communications Ltd. 
Allow 7 days for delivery. 

Martech Is the registered trade mark of Software Communications Limited 
Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE 

TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456 TELEX: 87465 EXIM Brighton 

4 8 K SPECTRUM • C O M M O D O R E 6 4 • BBC 'B' • ELECTRON 



GRIDRUNNER 
ON THE CHEAP 
D e a r Sir, 
Here is a small word of 
warning for Atari owners 
on the lookout for cheap 
software. 

I purchased Gridrunner 
for the Atari on the 18th 
June. The game was 
disgraceful. After hearing 
so many good reviews for 
this game on the Vic-20, 
CBM 64 and Dragon 
machine, I thought the 
game would be rather 
special. How wrong I was! 

The graphics were 
crude, your base being a 
small square block with a 
small bar sticking out of 
the top, the centipede was 
not much better and 
loading and scoring 
instructions were non-
existent. The game is 
totally unplayable due to 
the X,Y zappers destroying 
you every time you take a 
shot at the gridrunner. As 
for the slogan "don't pay 
Atari prices for Atari 
quality" — this is a load of 
rubbish. I would rather 
pay the extra for a decent 
game. 

I have sent the complete 
package back to Llamasoft 
asking for a refund. 

Please publish this letter 
for the sake of all Atari 
owners in their quest to 
find cheap software. 
Mark Hodson 
WiUenhall 
W Midlands 

C&VG DOES DOWN 
WELL DOWN UNDER! 
Dear Sir, 
I started buying your 
magazine this year (1984). 
Actually my First copy of 
your magazine was the 
one which contained the 
Book of Games. 1 was 
surprised to find the Book 
of Games and the 
magazine at a low price 
compared to other 
magazines. I thought the 

Book of Games was a 
good idea and it should be 
continued. The paper 
quality of the magazine is 
extremely good and the 
colourful pictures were 
nice. 

I would like to see the 
competitions last longer 
because Australia and 
many other parts of the 
world receive their 
magazines later (here it is 
one month later). By then 
the competitions have 
usually ended and we 
don't have a chance. 

I would like to see less 
of the advertisements, too, 
and more of the game 
reviews etc. Sometimes 
the listings of the 
Commodore 64 aren't too 
clear. I also think the 
helpful tips are useful. 

I am determined not to 
miss any of the copies of 
the magazine because I 
think it is great. Keep up 
the good work! 
M WLeong 
Willetton 
W Australia 

ATIC ATAC MAP 
TURNS UP TRUMPS! 
Dear Sir, 
I have got a BBC model B 
and one of the things I 
would like to know is how 
to get user defined 
graphics with each pixel 
in a chosen colour. I can 
do normal graphics but 
coloured graphics look 
better. Can you help me? 

Also, Adrian Palmer, a 
Spectrum owner, and 
myself managed to get 
through Atic Atac by using 
your plan. After four goes 
we managed to get to the 
other side of the door. As 
you said "a surprise awaits 
you". Well, you were 
right. We thought 
something brilliant was 
going to happen. Instead it 
said "congratulations you 
have escaped" and the 
game ends. 

In your review of Atic 
Atac, under the screen of 

a room which is under the 
opening screen, it read "A 
wizard gets into a bit of a 
bother." When I looked, I 
noticed it was a Knight. 

Anyway keep up the 
good work and I look 
forward to next month's 
C&VG. 
Dean Constable 
Elm 
Wisbech 

COME ON C&VG 
- P L A Y THE GAME! 
Dear Sir, 
In April I sent a game 
called Jumping Jack. In 
May I received a postcard 
saying that you had 
received the game. Since 
then I have made about six 
more games — a lot better! 

I have decided to send 
one of my other games to 
you but not until I get a 
reply for Jumping Jack. So 
please can you tell me if 
you are going to accept 
my game or not? 

I hope that you keep up 
the good standard of the 
magazine. 
Richard Yeomans 
Huntingdon 
York 
Editor's reply: Thanks for 
your letter, Richard. It 
gives me a chance to 
explain just what happens 
to all the games programs 
our readers send us. 

First we send out a 
postcard saying it arrived 
safely. Then we send it 
off to one of our team of 
games evaluators who 
return it a few weeks 
later with their comments 
— whether it's good 
enough to publish etc. 

If we like it, your game 
goes into our ' 'to-be-
published" file. And I'm 
afraid because of the vast 
numbers of tapes we 
receive each week it can 
take some time before 
your game reaches the 
pages of the magazine. 
But rest assured — we 
make sure that they are 
looked after while they 
are here! 

SHARP OWNERS 
BEING SOLD SHORT 
Dear Sir, 
I own a Sharp MZ-72I 
(known as the Queen) and 
everytime I read your 
magazine you answer all 
questions from Sharp 
owners with "We will 
consider publishing games 
etc for the Sharp machine 
when this machine 
becomes popular with our 
readers". 

All I'd like to say is how 
can it become popular 
when you don't do any 
features or games on it? 
We Sharp owners are 
getting a bit fed up with 
your replies which are just 
the same as any other 
magazine's replies. What 
other way is there to tell 
you magazine people "WE 
WANT SHARP GAMES 
REVIEWED" without 
writing in every time? 

Sharp has fantastic 
graphics — 256 on 
keyboard and a further 256 
hidden graphics — which 
have to be done by Poke 
statements. 
Mrs Wendy Nelson 
Royston 
Banisley 

WHAT'S THE SCORE 
ON SABRE WULF? 
Dear Sir, 
1 am writing to you to ask 
if I am the first person to 
score 100% (yes it can be 
done) on Sabre Wulf. You 
have to score over 
1,000,000 points and must 
go through the whole of 
the maze twice. If I am, 
could you please . . . 
please . . . send me one of 
your fabulous C&VC "The 
Champ" t-shirts (M). I 
scored 1,001,935 points — 
beat thatl 

Oh. by the way, thanks 
for a great magazine. Keep 
it up, 
David Lane 
West Bridgford 
Nottingham 

P l e a s e drop us a l ine a t : C o m p u t e r & V ideo Gaines , P r i o r y Cour t . 3 0 - 3 2 F a r r i n g d o n Lane, London EC1R 3 A U . 
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A FIVE 
YEAR OLD 

o r c r a n n y 
CAN PLAY 

ft-^^ssss-^T^u WONTH 

COMPUTER SOFTWARE 
ADDISON INDUSTRIAL ESTATE, BLAYDON-ON-TYNE, 

TYNE & WEAR. TEL: (091) 414 4611. 
OTHER TITLES FROM TYNESOFT 

HHPRBBMAN RfEDRESCUE CATS, DOCS t 
PEOPLE N O W JOPWTBFARR LOCATIONS. 

SPEC. £5.95 
HELP 0Z BUILD A WALL, OffNK MIS 

THEN HMD HIS WAY HOME. 

SPEC. £5.95 CM64 £6. 
B8C/ELECT1KM £6.95 

S U P f g F I L E 

A , * E l 
\ / 
\ i / 
\ i / 

JB i t 

A REALLY USB? HHEHDLY DATABASE FOR THE 64. 
CM64CASS £1 7.95. DtSK £19.95 



In their 
"press release, Acorn-

soft warned of their inten-
tions — we are releasing a new cult 
game, they said. No shrinking violets 
at Acornsoft, it seems. Need I tell you 
that the game they were pushing was 
Elite? For the benefit of those few 
Earthlings who haven't yet heard of it, 
that's the name of the game not a 
description (although it would be an 
apt enough description too!) Acorn-
soft have already been proved right 
— Elite is a chart-topper that's 
destined to set a whole new fashion 
in spaced-out games. To play it is to 
be entranced, enthralled and en-
snared. The only quibble I have is 
with the name Elite, which seems 
rather pretent ious. Whatever 
happened to egalitariansim? Perhaps 
they're thinking of calling the sequel 
Snob. 

Like all the very best games, it's 
almost impossible to put it into a 
single category. It has elements of 
the arcade, elements of adventure 
and elements of strategy, all 
cunningly interwoven. The graphics 
alone are stunning. Starships of all 
shapes and sizes loom towards you 
out of the void with perfect precision. 
Although they appear on screen as 
wire-frame drawings, albeit with 
hidden-line removal, their skeletal 
nature is quickly forgotten as they 
twist and turn, roll and swerve in 
smooth and flawless perspective. I 
think I spent a good twenty minutes 
just watching the title screen! 

But, beyond all the seductive 
imagery lie deeper things. Although 
you have your very own spaceship to 
command, you're a rather small fish 
in a dauntingly large pond. Tactical 
action takes place in whatever solar 
system you happen to be in at the 
time. To boggle the old imagination 
even more, the galaxy consists of no 
less than two thousand solar systems. 
Needless to say, these are infested 
with pirates, nasty aliens and worst of 
all, for any self respecting smuggler, 
the police! Even the CRS would be 
put to shame by this particular mani-
festation of law and order. 

Of course, you wouldn't want to be 
a smuggler, would you? At least, not 
until you realise how profitable it can 
be. Elite is all about profit and loss — 
elites often are. There are two basic 
routes to wealth — you can trade or 
you can zap. At each port of call, 
there is a commodities market where 
you can buy or sell. Since the prices 

differ from star to star for particular 
lines of goods, a canny captain can 
make a tidy profit. On the other hand, 
the more trigger-happy souls can 
gain credits by doing their good 
deed for the galaxy. An alien a day 
keeps the bank manager at bay-

Strategy, on a grand scale, is not an 
option but strategy on a personal 
level is quite important if you are 
going to do more than sit back and 
enjoy the lovely pictures. The way 
you behave as a starship captain 
strongly influences the way the other 
occupants of the galaxy regard you. 
Choose to indulge in smuggling 
narcotics and you will quickly find 
the galactic police on your trail. Con-
versely, law-abiding citizens can be 
plagued by pirates. Every moment of 
the game you are forced to make 
intelligent decisions if you are to 
survive and prosper. Although it's 
certainly not a game for those who 
have difficulty finding the RETURN 
key, it's equally not a game for those 
who rely entirely on their reflex 
reactions to pull them out of sticky 
situations. Elite is a very meaty game 
indeed. 

THE LONGEST DAY 

To those of you weaned on board 
wargames, the name Games Work-
shop will be as familiar to you as 
Farley's Rusks. Now Games 
Workshop have entered the 
computer software fray with four 
brand new games. D-Day is the one I 
got my hands on recently and I must 
admit I was suitably impressed by 
both the quality and the quantity. 

D-Day concentrates on platoon-
level warfare, with units being 
individual tanks, guns, trucks, 
landing craft and infantry groups. 
Four detailed scenarios are provided 
on the B side of the tape which 
represent "The Landing", "Breaking 
Out " , "To Arnhem" and the 
"Amhem Invasion". The present-
ation in this package of games is 
superb. -The map is colourful AND 
clear, the order system, which 
depends on cursor control of your 
units, is easy to use and the textual 
information is both concise and 
informative. 

One drawback for some is bound 
to be the two players only format of 
the game — I know there are quite a 
number of strategy fanatics who can't 
find opponents to take the punish-
ment they would dearly love to dish 

out and who have to * - .. , ; __ 
resort to making mincemeat of 
their computer instead. For those 
who can find opponents and who 
have enough time to spare, D-Dayis a 
must. Be forewarned, this is not a 
quick game to play. In the tradition of 
board wargames, half-an-hour per 
turn (for each player) is not unusual 
and D-Dayis no exception. 

Just two things struck me as strange 
about D-Day. First, it is mostly in Basic 
and second, there is no anti-copying 
security at all. The Games Workshop 
manual even TELLS you how to save 
the entire game — not just the current 
data but the whole thing! I do hope 
no one takes unfair advantage of this 
but I do have my doubts! 

WHIRLWIND 

Operation Whirlwind is an American 
program for the CBM 64 and has 
some similarities to Games Work-
shop's D-Day. Only one scenario is 
provided but once again we are 
manoeuvring individual tanks, guns 
and so forth and infantry platoons 
across a detailed tactical map. 
Whirlwind, however, has made a real 
virtue of having the computer as your 
opponent. As you grab your units 
with the cursor and start moving them 
across the terrain, hidden enemy 
units will suddenly reveal themselves 
by firing at your advancing forces, 
You don't have to stop but the closer 
you get to the enemy positions, the 
more intense the bombardment 
becomes. Sometimes your foolhardy 
unit simply loses strength but is able 
to continue, sometimes the enemy 
firepower forces it to halt. If you are 
willing to sacrifice some units, you 
can advance rapidly, running the 
gauntlet of enemy fire, but if you want 
to play safe you have to be content 
with inching your way forward. 

Another nice touch is the assault 
phase, during which your units can 
engage in hand-to-hand (or barrel-to-
barrel) combat with the enemy and 
your engineers can rebuild broken 
bridges. So what, I hear you say. 
Well, suddenly you see all the enemy 
units that have revealed themselves 
scurrying across the map in reaction 
to your assaults, to the sound of 
marching boots. Operation Whirl-
wind offers all the strategic com-
plexity that you would wish for and 
none of the tedium that sometimes 
follows in its wake. A good strategy 
game and great fun. • 

15 



Asimov fans will no doubt have 
already guessed that Seldon's Came 
takes its theme from that author's 
Foundation trilogy, a series of books 
that plots the downfall of the Galactic 
Empire and the subsequent dark age 
of interstellar anarchy. The figure of 
Hari Seldon was crucial to the trilogy 
— the inventor of psychohistory, a 
sort of super-duper sociology which 
enabled him to mathematically 
predict the future course of galactic 
history and thus make plans to subtly 
influence it in the hope of shortening 
the ensuing dark age. 

Seldon's Came is therefore rather 
an unusual one. You are not playing 
against an opponent — instead you 
find yourself matched against the 
forces of history. 

The listing I've provided for the 
Spectrum is just the core of Seldon's 
Came. It enables a phase-by-phase 
reconstruction of the changes of 
power and influence in the galaxy. 
Each star system has five variables 
associated with it — power, strength, 
growth, centralization and ruler. 

The object of the game is to make 
one star the ruler of all the other stars 
in the galaxy. Which star rules which 
is determined by the calculation of 
the influence one star has over 
another. The formula is a little 
complex, but understanding it is vital 
if you are going to change history! 
The influence of star A over star B 
equals the power of star A divided by 
the distance factor. The distance 
factor is the square of the distance 
between the two stars plus the 
Galactic Interaction Constant, q. All 
this really means is that a star's 
influence diminishes rapidly as 
distance increases. The galactic 
interaction constant is there to 
provide a smoothing effect — a small 
interaction constant will mean that 
distance has a dramatic effect and 
changes in ruler will be more 
localized. A large interaction 
constant means that distance is not as 
crucial and more wide-sweeping 
changes of power are possible. 

The game, as it stands, has one vital 
element missing — star type. A star's 
type determines how its growth rate 
and centralization factor change 
phase by phase and it is by changing 
a star's type that you will be able to 
influence the near-inevitable course 

of galactic history. In subsequent Sth 
Columns, star types that you can add 
to your Seldon's Came will be listed. 

To start with, I recommend a galaxy 
of 25 stars with an interaction 
constant of 10. One word of warning 
before you experiment — doubling 
the number of stars will cause the 

processing time to quadruple! 
Suggestions as to how Seldon's 

Game should develop will be very 
welcome. The game is designed to 
grow and I hope that a lot of that 
growth will be stimulated by Sth 
Column readers. Enjoy your psycho-
history! 
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TB72 RCM 1075 LET 1030 REM 1001 REM 1082 PEM 1085 LET 1000 REM 
1091 PEM 1092 P E H 1095 L E T 1100 P E H 
1 1 0 1 P E H 
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REM 
REM 
REM 
REM 
REM 
REM 

n s i 
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p o w e r 
r v i.e r 
S t r e n 9 t h 
x - c o o r d 
V - c o o r d 

REM d i s t a n c e 

1201 
1202 

REM 
PEM 

R a n d o m s e t - U P 
1 2 1 0 FOR 
1 2 2 0 L E ^ 
e 5 0 1225 LET 1230 L E T 8 50 
1235 L E T 1240 L E T 5 50 1245 L E T 1250 LET 1260 L E T 8 50 1265 1270 8 50 1275 
1280 1300 1310 1320 1330 1340 
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L O t g 
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L E T h l = h 9 GO 5 U 
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N E X T n 
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1400 GO sue 200 2000 REH 
2001 PEM DRAW RESYITS 

GO SU 

(020 £030 
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0 4 0 

2 0 0 5 REM 
2 0 1 0 P f l » E p 0 INK 4 

FOR n = 1 T O n s 

"•OR n » i TO n t 
TO 2 0 9 0 

ills ZtiZ llWitum-*-™" 
V n n 2090 NEXT n 
^ i S S S £ I N T • 
3000 REM aaaaaaas 3001 REH 
3 0 0 2 REM R y n 
3 0 0 3 REM 3004 PEM aaaaasan 
3 0 1 0 L E T p h = p h + i 
3 0 2 0 SU8 2 0 0 
3 0 3 0 GO TO 2 0 0 C 

80RDEP 0 C 

" 0 ' 

THEN GO 

( y ( n » 
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T h e Zork T r i l o g y a n d s o m e 
o f t h e o t h e r I n f o c o m 
c l a s s i c s h a v e r e c e n t l y b e e n 
g r e e t e d b y a n e w b a n d o f 
p l a y e r s . L u c k y A c o r n u s e r s 
w h o h a v e t h e s e c o n d 
p r o c e s s o r c a n b u y t h e s e 
g a m e s i n C P M f o r m a t f r o m 
X i t a n i n S o u t h a m p t o n . 
W h i l s t r u m o u r s a b o u n d a s 
t o s t a n d a r d d i s c v e r s i o n s , 
n o t h i n g h a s a p p e a r e d a s 
y e t . 

FLY SPECTRUM 
TO FLORIDA 

COMPETITION 
A guided tour of the Kennedy Space 
Centre and a visit to Disney World are 
just two of the things that could come 
your way if you enter the competition 
being sponsored by Spectrum Croup 
PLC and Commodore Computers. 

All you have to do is dig out the 
special brochure at your local Spectrum 
shop and fill out the competition entry 
form, to reach the sponsors no later 
than December 31st this year. 
Competition results will be announced 
at the end of this month. 

To enter, you have to list, in order of 
importance, the following seven 
features on the new Commodore Plus 4 
computer: a) Full size, full stroke 
keyboard; b) Four cursor control keys; 
c) 60k RAM accessible for Basic 
programs; d) 16 colours; e) 320x200 
pixel high resolution graphics; 0 Two-
tone sound generator; g) Built in 
machine language monitor. 

You then have a tiebreak which 
requires you to answer the following 
question in not more than 25 words — 
"Why do you want to visit 
Disneyland?" And don't tell them you 
want to see Tim Metcalfe sailing round 
and round in a large plastic cup. 
Spokesman David Crosweller says that 
if you aren't careful, you might And that 
Tim has actually won the competition, 
despite his age. 

However, if you do win, you'll get 
£2,500 spending money and you'll be 
able to take three friends with you — 
who, no doubt, will want to spend your 
money for you. 

You'll all stay in style at the Sheraton 
World Hotel and the Sheraton Sand Key 
Hotel and will also get to visit the 
beautiful Florida Keys. 

Your teachers can't stop you going, 
since you arc able to take your holiday 
during the first ten months of 1385. 

Runners up get prizes of £100 gift 
vouchers to spend in any Spectrum 
Group appointed dealer store in the UK. 

MIDNIGHT AND BEYOND 
What happens after Midnight? Doomdark's 
Revenge that's what! At last, Mike 
Singleton and Beyond Software have 
released the follow-up to the now classic 
Spectrum Graphic Adventure The Lords of 
Midnight. 

Doomdark's Revenge continues the saga 
of Morkin, son of Luxor the Moonprince 
who, in part two of the Midnight chronicles, 
has been spirited away from the liberated 
Land of Midnight by the evil Shareth the 
Heartstealer. daughter of Doomdark - and 
twice as nasty! 

Doomdark introduces a new character to 
the Midnight set — Tarithel the Fey, a very 
close friend of the missing Morkin. Luxor 
and Rorthron the wise are still around and 
— as you explore the Icemark where this 
Adventure is set — you discover many 
other interesting characters who will help or 
hinder your quest to rescue Morkin and 
destroy Shareth the Heartstealer. 

The game comes with a booklet which 
sets the scene for the game in a story 
written by programmer Mike Singleton. As 
with Midnight you get a keyboard overlay 
which sets out the commands you can use 
to move the characters around. 

Some new commands have been included 
this time - like Check Place which gives 
information about the character's current 
location and Check Person, which gives 
details of each character's physical and 
mental condition. Check Battle and Check 
Army ate the two other self explanatory 
commands, Check Person is a useful 
command as people change as you play! 

There are underground passages, objects 
to be found and baddies to be battled with. 
Unlike Midnight, there is only one way of 
winning, so Revenge mixes Adventure and 
strategy in equal portions. 

Mike has managed to enhance the 

graphics — so the land of Icemark comes 
clearly to life as you play — as you can see 
from the screen dumps on this page. 

Watch out for next month's special book 
of Adventure, free with Computer & Video 
Games, in which our Adventurer-in-Chief, 
Keith Campbell, will be bringing you a full 
review of this exciting new game. 

And don't forget you can win a copy of 
the Commodore version of the Lords of 
Midnight if you enter our great Doomdark's 
Revenge fighting fantasy competition which 
concludes this issue. Don't miss out! 

THE QUILL, NOTHING BUTTHEQUILL! 
A f t e r a l i t t l e d e t e c t i v e w o r k , I h a v e d i s c o v e r e d t h e t r u t h a b o u t 
t h e B B C Q u i l l ! F o r s o m e t i m e n o w , B e e b o w n e r s h a v e b e e n 
a w a i t i n g t h e r e l e a s e o f t h e c o n v e r s i o n o f t h i s m a s t e r f u l 
p r o g r a m f o r t h e i r m a c h i n e . I t w i l l n o t e x i s t . F e a r n o t w o u l d - b e 
w r i t e r s ! A l l is n o t l o s t . T w o c o m p a n i e s , G i l s o f t a n d C o d e 
W r i t e r L i m i t e d , h a v e c o m e t o a n a g r e e m e n t . T h e l a t t e r f i r m 
w i l l w r i t e t h e p r o g r a m a n d m a r k e t i t u n d e r t h e i r n a m e . 
Adventure Writer s h o u l d b e a v a i l a b l e i n t h e n e w y e a r a n d w i l l 
c o s t £ 2 4 . 9 5 f o r a B B C d i s c . 

17 



IfaCam 

ANIMAL 
VEGETABLE 

MINERAL t ' o a p u l r r n o r d p r p c m o r 
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CPC464I 
complete 

monitor 
dataeorder 

Free software worth over £100 is 
the name of the game. 

Along with your new CPC 464 
(colour monitor or green screen 
VDU) you'll receive a software 
starter pack of 12 (yes, twelve) 
cassettes absolutely free. 

There's something for everyone. 
From Roland-on-the-Ropes to Easi-
Anisword word processing. 

Thafs one good reason for making 
Amstrad's CPC 464 your new home 
computer. 

CPC 4S4 green screen VDU <GT64> 

Here are the others. 
The CPC 464 comes complete with 

its own colour monitor or green 
screen VDU and built-in cassette 
data recorder. (Optional disc drives 
are now available with CP/M* and 
DR. LOGO* supplied as standard.) 

It has a typewriter-style keyboard 
and numeric keypad. 64K of RAM, 
32K of ROM and a very fast extended 
BASIC with real time features. 

And it costs a great deal less than 
the price of a comparable system. 

The CPC 464 can handle the trick-
iest computer games (if you can), 

Join in the fun. 

Our CPC 464 User Club is a must 
for all owners. 

As a member, you'll be the first to 
know about the additions to the 
range. Hardware and software. 

We'll provide you with your own 
privilege card and send you free, a 
year's subscription to the Amstrad 
User magazine packed with pro-
grams, features and information. 

You can enter competitions for 
valuable prizes and keep up with all 
the latest Amstrad developments. 

And with the free software pack, 
we think that's pretty good for 
starters. 

revision for exams, cataloguing and 
budgeting. 

And it comes complete and ready-
to-go. 

Amsoft. A ton of software. 

Yes. Now there are over 100 titles 
from Amsoft and independent pub-
lishers. And the list is still growing. 

Arcade games, educational pro-
grams and business applications -
they're all designed to make the 
most of the CPC 464's impressive 
graphics, stereo sound and process-
ing abilities. 

And with Amstrad's speedbading 
capability, even complex programs 
can be loaded quickly. The optional 
disc system will load a game in 
around 6 seconds. 

W hen you feel the need to upgrade 
your Amstrad system 
to disc drive, just send 
your favourite Amsoft 
cassettes to us and 
we'll send you back 
the same Amsoft pro-

grams on Amsoft disc for just £4.95 
per cassette, the price of a blank disc. 

r / 9 J? v® 

P V ** 

User 
club 

C P C 4 6 4 
MtMMOSHtP S'jMBfO 

A f G l S u n t o NAME 

EXPIRY OATS 

ONE GREAT IDEA AFTER ANOTHER 
BOOTS comer Currys Dixons 
Greens R U M B E L O W S 

_ AND OTHKR 

WHSMITH WIGFALLS WOOLWORTH <<»«"™ 

r STORES 
*CP/M and DR LOGO arc Trade Marks of Digital Research 

I'd like to know more about the exciting CPC 4fi4 complete computer system. 
Pleasesend me literature right away. 
NAME 
ADDRESS 

| POSTCODE 

To: Amstrad Consumer Electronics PLC. Brentwood Mouse, 169 King's Road. Brentwood, 
I Essex CM14 4EK 
| PRICES CORRECT AT TIME OF GOING TO PKESS. NOT ALL STORES STOCK A Li. PRODUCTS. C V G 1 1 8 5 *J 



•Please delete<y complete as applicable 



G A M E S N E W S 
THREE FOR 
ADVENTURE 
THREE new adventures are just 
about ready for release from 
Acornsoft of Cambr idge. The 
Seventh Star, Quondam and 
Acheton are the latest in the 
ever-growing Acorn range. 
Acheton, the most expensive, 
just short of £20.00, breaks new 
ground, as it is disc-only with 
over 400 locations contained on 
two floppies. 

A LEGENDARY 
PACKAGE 

MORE CREATIVE SPARKS 
C&VG w a s g r a n t e d a s n e a k p r e v i e w of t w o g a m e s tor t h e N e w 
Y e a r f r o m C r e a t i v e S p a r k s , t h e Dangermouse p e o p l e . 

T h e r e ' s a S p e c t r u m g a m e b a s e d o n R o l l e r b a l l , t h a t f u t u r i s t i c 
b a l l g a m e f e a t u r e d in t h e sc i - f i f i l m o f t h e s a m e n a m e . A p p a r e n t l y 
t h e p r o g r a m m e r w e n t a l o n g to h i s l o c a l i ce - r ink a n d m a d e a v i d e o 
o f s k a t e r s in a c t i o n — t h e n h e w e n t h o m e a n d d i g i t i s e d t h e 
m o v e m e n t t o g e t a n a c c u r a t e r e p r e s e n t a t i o n o f t h e s k a t i n g 
m o v e m e n t . A n d b e l i e v e us it l o o k s g r e a t . T h e g a m e l o o k s g o o d 
t o o . 

Ice Palace f o r t h e 6 4 is a g r a p h i c a d v e n t u r e g a m e s e t i n a n i c e 
k i n g d o m , i t ' s a c o m b i n a t i o n of r e a l - t i m e a c t i o n a n d a d v e n t u r e — 
w i t h j o y s t i c k c o n t r o l l e d c o m m a n d s f e a t u r e d o n s e v e r a l o p t i o n 
s c r 6 6 n s . 

Mad Professor, a g a i n for t h e 6 4 , is b a s e d o n t h e F r a n k e n s t e i n 
l e g e n d . Y o u p l a y t h e M a d P r o f w h o is s e a r c h i n g for s p a r e p a r t s to 
m a k e u p a m o n s t e r . H e h a s t o m a k e a n i c e m o n s t e r h o w e v e r — 
o t h e r w i s e t h e v i l l a g e r s w i l l t u r n a g a i n s t h i m , s o t h o s e s p a r e p a r t s 
h a v e t o c o m e f r o m t h e r igh t p l a c e s ! 

T h e g a m e f e a t u r e s t h r e e - d i m e n s i o n a l g r a p h i c s a n d l o a d s of 
l o c a t i o n s . T o m y m i n d t h i s is t h e p i c k o f t h e b u n c h f r o m C r e a t i v e 
S p a r k s t o r t h e N e w Y e a r . W a t c h o u t f o r i t ! 

The now infamous Great Space Race 
(TGSR), unleashed on the Chnsimas 
market for Spectrum and CBM 64 users, 
will be distributed solely by Micro 
Dealer UK in a deal made with sollware 
house Legend. 

The £14 95 game is Legend's follow-
up lo their highly successful Valhalla 
which runs on the same micros. Valhalla 
was distributed by Legend themselves, 
so, in effect. Micro Dealer is their lirst 
distributor. 

TGSR will be a complete 
entertainment package, consisting ol a 
landscaped PVC box with security 
sticker, a colour poster, cassette and 
40-page book inside. 

Peter Moxham, marketing manager, 
described TGSR as being in two 
sections — the pre race section and the 
race itself. 

A great deal of hype and pomp 
surrounded the game's launch and 
trumpets could be heard lor miles 
around. 

MSX, however, doesn't look as if it's 
going to strike lucky with Legend, with 
Peel launching a blistering attack on the 
new industry standard. 

Asked if any games were planned for 
MSX, he said: "I hope not." When asked 
why not. he replied crisply: "Because I 
hope if falls, totally." 

"The more machines that are on the 
market," he said, "the more work it is 
for us, catering for them MSX sales at 
present do not warrant support from a 
firm like Legend and there would have 
to be 'A million units installed before 
we'd touch it. It's not our job to invest in 
the success of a particular machine." 

So be warned' 

DESIGNER OF THE MONTH 
N A M E : Mike Singleton 

B O R N : Wirral, Cheshire, 1951 

G A M E S : Lords of Midn ight , 
Doomdark 's Revenge, 3-Deep 
Space, Shadowfax. 

Readers of Computer & Video Games will 
know Mike Singleton as the man who 
created our gone but not forgotten play-
by-mail game The Seventh Empire. Since 
then Mike has gone on to create THE 
graphic adventure game for the 
Spectrum — the much praised Lords of 
Midnight. The sequel to Midnight, called 
Doomdark's Revenge, is racing up the 
C<£VGcharts even as we write. And Mike 
is already working on pan three of the 
Midnight saga, called Eye of the Moon. 

When he isn't programming, or writing 
for computer magazines, or running play-
by-mail games. Mike actually enjoys 
sitting down to play a game! "I enjoy 
playing games," he says, "Go is my 
current favourite. I think it's a real classic 
game that will stand the test of time." 

Mike is also a fan of war and strategy 
games — and writes a regular column for 
us called Fifth Column. Read it this 
month! 

Favourite Food: Steak and chips. 
Favourite Drink: Lager. 
Favourite TV Programme: Dr Who 
Favorite Computer Game: Lords of 
Midnight, Defender 
Pets: Two cats — Kim and Kerry. 
Countries Visited: France, Switzerland, 
Spain, Morocco, Holland. 
Favourite Pop Groups: Pink Floyd, Deep 
Purple, Led Zeppelin. 
Ambitions: To write a classic game — the 
computer equivalent of chess — a game 
that people will still be playing long after 
I am dead and gone! 
The one thing about computing that 
makes me want to throw up: Waiting for 
Sinclair equipment to arrive! • 
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FRANKIE SAYS 
PLAY GAMES! 
Anyone familiar with Frankie 
Goes to Hollywood should be 
familiar with the proliferation of 
tee shirts — Frankie goes to 
War, Frankie says Relax, Frankie 
goes to Bournemouth — you 
name it, they've printed it. 

But we've never had Frankie 
going swimming. Or entering the 
sea, even for a paddle. You've 
guessed it — Frankie and Ocean 
have got together. 

In a joint publishing deal 
which will produce the first 
Frankie computer game, Island 
(the band's record company) and software house Ocean have joined forces to produce 
a £9.95 game which will run on the Spectrum and the CBM 64. 

While Frankie gets into software, lurking behind this plot is the Zang Tumb Tuum 
(ZTT) organisation, Island's creative producers, who haven't yet christened their new 
offering. ZTT, Island and Ocean will all have joint copyright on the program and the 
band itself will receive royalties from sales (as if they haven't got enough money!). 

James Bradley of Island says he feels a record company's marketing strategy 
doesn't stop at albums and singles which is good news for music fans out there. 

Out this Spring, the game may be converted for other machines too, so we'll keep 
you informed. In the meantime, why not tell us what you think of the band's actual 
music? ts it that good? 

Some think they're utterly shocking, while others find the band totally boring, so 
feedback would be appreciated. Write and let us know what you think. 

PIRATES AND PARLIAMENT 
Anyone out there who enjoys pirating software should take note ot the following — under a proposed change in 
the law scheduled tor next month, you could find yourself In jail or fined a great deal of money. 

William Powell, barrister and Conservative MP for Corby, has introduced a Private Member's Bill on Computer 
Software Copyright. This is the result of i campaign started by the Federation Against Software Theft (FAST), 
formed in July last year to strengthen the copyright law for computer software. 

Donald Maclean, FAST Chairman said: "A Private Member's Bill strengthening the law on software copyright 
is a solid step forward in our campaign lo fight soltware thelt, which already costs Ihe industry £150 million each 
year and poses a direct threat to jobs, investment and innovation. 

He continued: "We have received enormous support from MPs of ail parlies and our meetings with Government 
Ministers make us confident that William Powell's Bill will receive backing from Government departments. 

As a result ol this Sill, the whole computer industry can now feel conlidenf that a solution to the problem of 
software theft is considerably closer." 

Charles Hendry, spokesman for FAST, confirmed the formalities. The first reading was scheduled for early 
December, the second in late February and the third reading in March. 

Describing the Bill as a "very straightforward piece ot legislation", he said: "The Bill sels out to establish 
beyond doubt that computer software is covered by ihe 1956 Copyright Act. Secondly, by having it covered under 
this, it would be a criminal rather than a civil offence." 

So, if the BUI is passed — and it looks as though it will be — pirating software will be a criminal offence 
instead. The first consequence ol this is that the person bringing the action wouldn't pay any legal costs. This 
means thai companies or individuals could take a case to court, whereas they couldn't afford lo before. 

"The Bill will be a deterrent and more effective penalties will come in," said Hendry. 
Currently, the maximum penalty is £50 up to a maximum ot £400 tor a combination of offences. Under Ihe 

proposed new law, anyone selling, exhibiting or possessing pirated software would face a fine up to £2,000 for 
each offence, or prison for up to two months. For making, distributing, or importing such material, there would be 
an unlimited fine or up to two years imprisonment, or both. 

Readers, please take note. The Bill looks certain to be passed at ihe end ol March. If you have any queries on 
Ihe Bill, and how it could affect you or your friends, please contact FAST in London on 01430 2408. 

I-N-B-R-I-E-F 
)BBC and Electron owners are being provided 

with two "four packs" from A&f software, at 
(14.95 each. 

Each pack contains Cyfon Attack and that 
old favourite. Chuckie Egg. The BBC pack wSt 
also have Haunted Abbey and ISO Darts. 
while the Electron offering has Kamikaze and 
Pharaoh's Tomftthrown in 

•Century Communications is also catering tor 
the BBC with The Horse Lord, an arcade game 
for [7.95 (if you want the bookuoftware 
package, the price goes up to t12.95). Star 
finder. [12.95 astronomy program also runs 
on the Electron. Skyline Attack, an arcade 
game tor the CBM 64. and Legend, a [14.95 
Spectrum adventure, are also out. 

^Master Adventurer, the new games label from 
Master ironic, will give you games priced 
between [1.99 and [3.99. 

Se Kaa of Assiah and Black Crystal run on 
the CBM64 and Spectrum, cost [2.99 and 
[3.99, while Volcanic Dungeon and Finders 
Keepers run on the Spectrum only and are 
[2.99 and [1.99. 1985 [1.99 and runs on 
the Commodore 64. 

)The Commodore 64 has been voted Home 
Computer of the Year for the second year 
running by a panel of seven international 
computer magazines, the UK nomination 
coming from Practical Computing. Why didn't 
they ask us? 

>New out under the CBS Software label are 
eight new games tor the CBM 64 - Silicon 
Warrior. Oragonriders ot Pern. Impossible 
Mission. Pitstop, Breakdance, Jumpman. 
lunar Outpost 3rid Temple of Apshai. 

A l except the last one sell for [8.45. 
cassetie version, or [11.95 for the disc. 
Temple of Apshai is the odd one out at 
[14.95 and [17.95 respectively, and fiay 
Sedi, Commercial Manager, says he expects 
them to be a variable on the Spectrum and BBC 
in due course, while Amstrad and MSX 
machines may be catered tor by the Spring. 

|The Commodore 64 looks like being crushed 
lo death by a great avalanche ot new soft-
ware released lor it recently. We can't list all 
the new goodies for you, but here are some of 
I h e m . . . 

Psi Warrior and Psytron Ithe latter was 
originafly made for the Spectrum) are out tor 
[9.95 and [7.95 from Beyond Software in 
London. Psytron is an arcade strategy game, 
while Psi Warrior consists of animation. 

English Software in Manchester have 
Henry 's House and Witchswitch out. each tor 
£8.95. plus Soldier of Fortune at. [7.95 while 
Amrog, in Horley, have released Battle Through 
Time, Catacombs and PC Fun at [7.95 for 
the cassette and [9.95 lor the disc. 

The Amstrad hasn't been neglected by 
English Software, either. Catacombs should be 
converted for Amstrad owners any time now. 
and Flight Path 737 is already out for [6.95. 
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A U T O M A T A thanks e v e r y o n e w h o 
has taken D E U S E X M A C H I N A t o 
their hearts . . . reviewers, who le -
salers, retai lers, the m e d i a , and most 
i m p o r t a n t o f a l l , our pub l ic . . . 
T H A N K Y O U ! 

AL TOMATA I k. PRLSLNTS 
YOl RSH LI-
IAN DL'RV 

JON PHRTWHt: 
MEL CROUCHRR 
DONNA B A i m 

and RRANKII HOWLRl) in 

DEVS EX MACHINA 
WRITTEN AND DIRECTED BY MEL CROUCHER 

(Bar ry N o r m a n , R a d i o 4 ) 
"Perfection, the aim of all of us!" 

(Popular C o m p u t i n g W e e k l y ) 
"a completely new computer 
experience, rare and truly great!" 

(Dave F r e e m a n , R a d i o 1} 
"You've got to play it to believe it! 
This will get to Number One!" 

( C o m p u t e r & V i d e o Games) 
"The most original concept since 
the Spectrum was a gleam in CUve 
Sinclair's eye. The computer 
equivalent of Pink Floyd's 
The Wall..." 

( T h o r n E M I ) 
"The first computer program to 
inspire a cult following. To be 
without it is to lose'1 social standing!" 

(Crash Magaz ine) 
"There are few things in life that 
can be called global certainties. .. 
this is one of them! Hypnotic, 
emotive, noble, humorous, absolutely 
excellent..." 

( H o m e C o m p u t i n g W e e k l y ) 
"To call this a game is an insult. 
It's a stunning and profound 
audio-visual experience. 

Instructions 100% 
Play ability 100% 
Graphics 100% 
Value for money 100%" 

D E U S E X M A C H I N A -
Commodore 64 version 

available soonl 

CRUSOE 48K Spec £6 DEUS E X MACHINA 4 8 K S p e c £ 1 5 l _ 
PI-EYED 48K Spec £6^ GO TO J A I L 48K Spec £6(Z 
PIRGMANIA . . . . 48K Spec £ 6 H MORRIS MEETS T H E B I K E R S . . Amstrad £6L 
PI-IN'ERE 48K Spec £6 MORRIS MEETS T H E B I K E R S . . Any Spec £ 6 C 
Y A K Z E E . . D r a g o n / 4 8 K S p e c £ 5 n PIMANIAC T -SHIRTS (state size) Price £5 
' B A C K C H A T ' Speech Synth. CBM64 with Software & Programming Book £25 
DEUS EX MACHINA CBM 64 Cassette £15 Q Disk £15 £ 

I enclose the right money, or debit my ACCESS/VISA Card. My Card number is 

Card holder's signature Card holder's name 

Card holder's address 

Expiry Date. 

Tel. Number.. 

PIMANIA 4 8 K S p e c £ 1 0 C 
OLYMPIMANIA 48KSpec £6 
P I -BALLED 48K Spec £6 
D A R T Z 48K Spec £ 5 d 
NEW W H E E L S JOHN? 48K Spec ih\Z 
Piman's Stereo L.P. Cassette . . . . £3^Z 
Piman's Greatest Hits Vol. 2 £ 3 • 

Post Code 
NO E X T R A S ! All our prices include VA T and Postage & Package. 24 hr-CREDIT CARD HOT LINE (0705) 735242. 
Send your order and payment to: A U T O M A T A U . K . L T D . 27 H I G H L A N D R O A D , P O R T S M O U T H , H A N T S . P 0 4 9 D A , E N G L A N D . 



S P E C T R U M 
OUR 

GAME RRP PRICE 
D O O M D A R K S R E V E N G E 9 95 6 95 
RUNES OF ZENDOS .... 7 95 5 95 
DALEY T H O M P S O N O E C A T H L O N 6 90 4.90 
L O R D S OF M I D N I G H T 9 95 6 95 
G R E A T S P A C E RACE 14 95 10 95 
B A C K P A C K E R S GUIDE 7 50 5 25 
G H O S T B U S T E R S 9 95 7.75 
K U N G FU ... 6 95 5 25 
LODE R U N N E R 9 95 7.90 
SABRE W U L F 9 95 6 96 
U N D E R W O R L D E 9 95 6 95 
K N I G H T LORE ® 95 6.96 
T I R N A N O G 9 9 5 6.95 
P S Y T R O N 7 95 5 96 
SCRABBLE 15 96 4 95 
DARK STAR 7 95 4 95 
AIRWULF 6 90 520 
M A T C H DAY 7 95 5 20 
P Y J A M A R A M A 6 96 5 20 
FALL GUY 5 95 4.76 
S C H O O L D A Z E 5 9 5 4 75 
BATTLE C A R S 7 95 5 95 
D-OAY 7 95 5 95 
Q U A S I M O D O S R E V E N G E 6 90 4 90 
TRAVEL W I T H T R A S M A N 5 95 4 75 
JET S E T W I L L Y 5 9 5 4 .75 
K O K O T O N I W1LF 5 95 4.75 
C O M B A T LYNX 7 95 5 25 
E N D U R O 7 95 5 50 
T W I N K I N G D O M VALLEY 9 50 4 95 
A V A L O N 7.95 5 .50 
FULL T H R O T T L E 6 95 5.75 
M O N T Y M O L E 6 95 5 50 
N I G H T G U N N E R 6 95 4 99 
T . L L 5.96 4.60 
F R A N K N S T E I N 5 95 4 50 
S H E R L O C K H O L M E S 14 95 10 50 
W H I T E L I G H T N I N G 14 95 10.50 
B E A C H E A D 7 95 5 96 
Z A X X O N 7 95 5.95 
C Y C L O N E . 5 95 4.75 
POTTY P I G E O N 6 95 5 9 5 
VALKYRIE 17 9 95 7 50 
STAR STRIKE 5 50 4.75 
R A M T U R B O I N T E R F A C E 22 95 1 8 0 0 
R O T R O N I C S W A F A DRIVE 129 95 129 95 
F I G H T E r f P ILOT 7 95 5 99 
H O B B I T . 14 95 9 95 
H E R O 7 95 5 50 
RIVER RAID 7 95 5 50 
H A M P S T E 0 9.95 6.95 
K O N G STRIKES BACK 6 90 5 20 
BOULDER D A S H 7 95 5 95 
BLUE MAX 7 95 5.95 
GIFT OF THE G O D S 9 95 7.25 
T E C H N I C I A N TED 6 95 5.25 
SELECT 1 12 49 8 49 
AL IEN & - 9 95 7.25 
PROJECT F U T U R E 6 95 5 26 
T R I P O D S 11.50 8.50 
BRUCE LEE 7 95 5 95 

A M S T R A D 

COMMODORE 64 

GAME 
CAD C A M W A R R I O R 
PSI W A R R I O R 
SUICIDE EXPRESS 
GHOSTBUSTERS 
ALL O T H E R ACTIV1SION 
STRIP POKER 
PSYTRON 64 
SPY Vs SPY 
MY C H E S S It 
TALES OF ARABIAN N I G H T S 
BEACHEAD 
S O L O F L I G H T 
BRUCE LEE 
N A T O C O M M A N D E R 
SPITFIRE ACE 
TAPPER ..._ 
BLUE MAX 
RAID O V E R M O S C O W 
BATTLE FOR M I D W A Y 
H A V O C 
Q U A S I M O D O S R E V E N G E 
K O N G STRIKES BACK 

ZAXX6nIII"Z'.I 
S U M M E R G A M E S 
S H E R L O C K 
S T O R M W A R R I O R 
STAFF OF K A R N A T H 
F-15 STRIKE EAGLE 
BOULDEFt D A S H 
D E A T H STAR I N T E R C E P T O R 
K O K O T O N I W1LF 
SELECT 1 
S H O O T THE RAPIDS 
C U F F H A N G E R 
A N C I P I T A L 
C H A R T B U S T c R S 
C O M B A T LYNX 
Z I M ZALA BIM 
D E S I G N E R S P E N C I L 
LAZY J O N E S 
P Y J A M A R A U A ... 
W H I T E L I G H T N I N G 
F I G H T E R PILOT 
D E C A T H L O N (ACTIV1SION) 
I N T E R N A T I O N A L S O C C E R 
M O T O C R O S S 
SUICIDE EXPRESS 
SPY HIJNTER 
BATTLE FOR N O R M A N D Y 
C O M B A T LEADER 
TIGERS IN THE S N O W 
TRIPODS 

OUR 
RRP PRICE 
9 95 7,50 
9.95 
7 95 

10 96 
9 9 5 
9.95 
7 9 5 
9 9 5 

11 95 
7 00 
9 9 5 

6 9 5 
6 5 0 
8 5 0 
7.50 
7.26 
5 5 0 
6.95 
7 25 
3.75 
7 5 0 

14 95 1 1 0 0 
9 95 7 25 
9 9 5 
9 9 5 
9 95 
9 9 5 
9 9 5 
9 9 5 
9 95 
7.90 
7 9 0 
7.90 
9 9 6 

7 25 
7.25 
7 2 5 
7 2 5 
7 25 
4.95 
7.95 
5 90 
5 9 0 
5 9 0 
7 50 

1 4 9 6 1 0 5 0 
14.96 10.50 

8 95 
9 9 6 

4 95 
7 5 0 

14.96 11.00 
8.96 7 2 5 
9 9 6 
6.90 

1 2 4 9 
7 9 6 
7 9 6 
7 50 
9 9 5 
8.96 
9 9 5 

8.00 
5.25 
8 4 9 
5 9 5 
5 9 5 
5 5 0 
7.50 
7.25 
6 9 6 

15.95 1 2 0 0 
7.95 5 96 
7.95 5.96 

19 95 14 96 
9 9 5 
9 9 5 

11 95 
7 4 6 
7.96 
9 9 6 

7 50 
7 50 
896 
5.96 
5.95 
7.50 

14 95 11.25 
14 95 11 25 
14 95 1 1 2 5 
11SO 8 6 5 

OUR 
GAME RRP PRICE 
A D V E N T U R E QUEST 9 9 5 7 50 
C O L O S S A L A D V E N T U R E 9 9 6 7 5 0 
D U N G E O N A D V E N T U R E 9 9 5 7 5 0 
LORDS OF T IME. 9 9 5 7 5 0 
R E T U R N TO E D E N 9 9 5 7 5 0 
ALL A M S O F T 8 9 5 6.75 
FOREST AT W O R L D S E N D 6 0 0 4 5 0 
HOUSE OF U S H E R 6 9 5 5 2 5 
M A N I C M I N E R 6 9 5 6 76 
STEVE DAVIS' S N O O K E R 7 9 5 5 9 6 
P Y J A M A R A M A + MASTER C H E S S 

TW1NPACK 1 2 9 6 9.75 
TEST M A T C H 7 9 5 
F O O T B A L L M A N A G E R 7 9 5 5 9 5 

B B C 
OUR 

GAME RRP PRICE 
ELITE 15.96 10.50 
SABRE W U L F 9 95 7.50 
M A N I C M I N E R 7 95 5 95 
R E T U R N TO E D E N 9 96 7 50 
G R A N D PRIX 9 95 7.50 
C H A R T B U S T E R S ... 9 9 5 7 50 
J E T P A C 7.95 5 9 6 
PERSONAL M O N E Y M A N A G E R 11 90 9 75 

SPECIAL SPECTRUM OFFER 

S P E C T R U M 48K 
S O F T W A R E P A C K A G E W O R T H 
K E M P S T O N TYPE I N T E R F A C E 
Q U I C K S H O T II JOYSTICK . 

OUR 
PRICE 
1 2 9 9 5 
56.00 
1 4 9 6 
1 1 9 6 

T O T A L V A L U E 212 85 
O U R PRICE £145.00 

{This otter is not Included in the 
10% discount lor orders over 150) 

MSX G O L D S T A R . 

OUR 
RRP PRICE 

2 3 9 50 220.00 

A L L P R I C E S I N C L U D E P I P 
QUICKSHOT II ONLY C8 99 

PLEASE NOTE IF YOUR ORDER 
EXCEEDS £50 YOU GET 

10% FURTHER DISCOUNT 
SEND CHEQUES/P.O. TO 

G O O D B Y T E , 94 L E A T H E R L A N E 
L O N D O N E C 1 Tel: 01-404 4245 /405 1270 

PCEASE STATE WHICH MICRO 

Commodore 
Collection 

C o m p u t e r ] 
k 4 VIDCO 

G A M E S j Spectrum 
Collection 

::::::::::::::::::::::::::::::::::::::::::::::: 
: : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : ••••••••a••«••*•«•• 

Computer and Video Games, Britain's most popular computer 
games monthly, bring you two exciting new books for the 
Spectrum and Commodore 64. 

Each 100-page book contains up to 30 brand new games 
checked and prepared by Computer and Video Game's 
regular contributors 

At £4 99 the best value on the market at all good bookshops 
from November or send to EMAP Books. Bushfield House, 
Orion Centre. Peterborough PE2 OUW 

M mi WHICH 

MICRO 
COMMODORE 64 HANDBOOK 

SPECTRUM HANDBOOK 

Britain's two most popular personal computers the Commodore 64 and 
Spectrum are covered from basic to semi-exper in Which Micro 
Magazine's Handbooks. 

Author Pete Gerrard, a regular columnist lor Which Micro has pur 
together an accurate and practical guide to both computers, at £4 99 per 
book. 

Many programs are included and both 160-paqe books are spiral bound 
for easy use and are available in all good bookshops from November or 
direct through your letterbox by sending to EMAP Books, Bushfield House 
Orton Centre Peterborough PE2 OUW 
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COMMODORE 64 

BEYOND YOUR WILDEST DREAMS 
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Knightmare for the CBM 64 is now available 
from good stockists. EMI dealers, or direct 
from Romik Software, P.O Box 478. Slough. 
(0753)36910 



MATCH DAY 
SPECTRUM 4 8 k 

STRIKES BACK 
SPECTRUM 4 8 k 

Ocean House • 6 Central Street • Manchester • M2 SNS • Telephone 061 832 6633 



SPECTRUM 4 8 k 

D A L E Y T H O M P S O N S 
DECATHLON 
SPECTRUM 48k 

C O M M O D O R E 6 4 

Ocean Software is available from selected branches of: 
WOOIWORTH, WHSMITH, 'JU.LUU.UiJl LASKYS, Rumbelows. COMET. 
Spectrum Shops and all good software dealers. Trade enquiries welcome. 
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ALL THE BETTER FOR 80 COLUMNS 

There seem to be more QL monitors 
than QLs at the moment. Three 
different companies have launched 
their alternative to using a normal TV 
with your new Sinclair micro. 

If you're using the Quill word 
processor a lot, then a monitor is 
essential to read the full 80 columns. 
And if you're not, you'll still find it a 
vast improvement. 

Most existing monitors won't work 
properly with the QL as they lose the 
first and last few characters on a line 
in 80 column mode, as you must have 
noticed on a TV set. So special QL 
monitors squeeze the picture a little 
so that it fits in the screen. This means 
that using a QL monitor with, say, a 
BBC micro, you'll get an even more 
squeezed picture. 

Microvitec's offering (tel 0274 
390011) is a 14 inch model finished in 
black plastic, designed to match the 
computer. It comes complete with a 
cable to connect it to the QL and 
costs £275. The display is crystal 
clear and rock steady. The official 
model recommended by Sinclair is 
made by Kaga. It costs £299 and is 
known as the Sinclair Vision monitor. 
With a 12 inch screen, it's slightly 
smaller than Microvitec's but, having 
used both, I think that the Kaga 
display is not as good. The colours 
don't seem to be as rich. 

Prism microproducts (tel 01-253 
2277) has launched its own 14 inch QL 
monitor for just £199. Again, it's in 
black to match the computer and 
includes a carrying handle and 
detachable anti-glare screen. 

Prism's low-pr ice m o n i t o r for 
• h o Q L A 14 Inch w r — n fo r 
£ 1 0 0 less t h a n t h e o f f i c i a l 

SPECTRUM PLUS WHAT? 

Sinclair model. 
T h i s Is j u i t o n e o f t h e 

s o v r o l Q l m o n i t o r s b e i n g 
launched a t the m o m e n t . 

The Q l . s t y l e k e y b o a r d 
o f t h e n e w S p e c t r u m 
Plus. But I t 's s t i l l t h e 
s a m e m a t h i n e 
underneath . 

T o u g e t a 6-poclt of 
f r e e s o f t w a r e w o r t h 
over £ 3 0 , too . 

Sinclair quietly launched the 
Spectrum Plus a couple of months 
ago. For an extra £50 on top of the 
£129.95 price tag of a 48k Spectrum, 
you get a better keyboard but not 
much else. True, it looks very smart, 
but still isn't in the BBC or 
Commodore league. 

The manual has been rewritten. It's 
now thinner, but there's lots more 
colour and examples. 

Early versions of the Spectrum Plus 
were recalled by Sinclair from shops 
when it was discovered that the keys 
had the nasty habit of falling off. This 
has now been rectified, though. 

In line with the "old" Spectrum, 
you get a 6-pack of free software with 
the machine, worth over £50. But 
unless it's software which you can 
find a use for, it won't have much 
value. 

It's worth saying that, on the inside, 
a Spectrum Plus is the same as a 48k 
Spectrum so all software and 
peripherals will be compatible. 

SHARP INTERFACE 

An interface to link Epson printers to 
the Sharp 700/800 series computers 
is now available. 

The circuit board plugs inside your 
printer, which will then think it's a 
normal Sharp printer. 

More details from Mills Harris 
associates on 024262 341. 



HEW IMPROVED KOALA 

No, it's not a new wonder cure for 
sick pets but a repackaged version of 
Audiogenic's Commodore 64 
graphics tablet. 

Looking like a small blackboard, 
the pad connects to the back of the 
64 and a special program is loaded 
into the computer to operate it. Then, 
as you write on the tablet with a 
fingernail or empty pen barrel, the 
corresponding image appears on the 
screen. 

Other commands allow you to 
select densities and colours and to 
draw in thick or thin lines. You can 
plot circles and fill shapes auto-
matically. From now on, the pad will 
also come with Koalaprinter, a 
program to print out a copy of the 
screen to a dot matrix printer. You'll 
also get the instant programmer's 
guide, which tells you how to use the 
Koala pad as input to your own 
programs. Total cost of the package 
is £79.95 and more details can be had 
from 0734 664646. 

ELECTRON GETS DISCS 
Following the launch of the Plus 1 
interface for the Electron, Acorn 
has announced the Plus 3. No, I 
don't get it either! 

Anyway, you now have a single 3" 
disc drive plus interface which 
connects to the computer and stores 
300k of data. It costs £229, and the 
Plus 1 connects to the back of it, 
enabling you to run both interfaces. 

A Plus 2 is promised soon! 

QL OR ICL? 
ICL, usually known for their large 
ma in f rame c o m p u t e r s , has 
launched a micro based on the 
Sinclair QL. Called OPD, or One Per 
Desk, it costs around £1500 and 
includes a built-in multi standard 
modem and twin microdrives. The 4 
Psion packages are held in ROM so 
you don't have to load them from 
cartridge each time you want to use 
them. 

The machine uses a different 
operating system to the QL, though. 

so QL software won't run on the OPD. 
Incidentaly, Metacomco have 

launched the first serious software for 
the QL. Their assembler/editor is the 
most sophisticated I've seen, and 
worth the £59.95 price tag if you're 
into serious machine code pro-
gramming. 

Two languages, BCPL and LISP, are 
also available at the same price. OPD 
versions will follow. 

SKWEEK SKWEEK 
A mouse is now available for the BBC 
model B micro. 

For £89.95 you get a Skweeky 
himself, a ROM and software on disc 
and cassette. The mouse plugs into 
the user port and the ROM into any 
spare sideways ROM socket. 

The extra chip adds enough 
commands to Basic to enable you to 
use the mouse in your own programs 
by taking the place of the cursor 
keys. You can also put a pointer on 
screen and use this as input to your 
own programs or any which use the 
cursor keys. 

If it's art you like, you'll love the 
AMX An package which is also 
supplied. This uses a hi-res mode 4 
screen and lets you draw to your 
heart's content. The package is very 
easy to use, and you can create some 
stunning effects. 

Well worth looking into if you have 
some spare Christmas cash. 

It's all made by Advanced Memory 
Systems, who are on 0925 62907. 

COME MUSIC MAKiRS 

If you want to play like Duran Duran, 
Commodore have made it easy for 
you with the Commodore 64 Music 
Maker. As well as one of the most 
sophisticated synthesiser programs 
available for the machine, you also 
get your very own plastic keyboard 
which sits on top of the machine and 
presses the appropriate key on the 
keyboard. You can even play 3 note 
chords. 

The software plus keyboard and 
songbook costs just under £40 and 
s h o u l d be a v a i l a b l e from 
Commodore dealers. 

IT CANV Bt TRUE 

You must have read about the 
Unicom modem. No? Ok, I'll tell you 
about it. A company called Unicom 
reckon that they can produce a 
modem which works at Prestel 
speed. 300/300 baud and American 
Bell standards, all for £49 + VAT. 
There's even been pictures of it in 
some magazines. 

Be warned, though, there's no 
finished version of the modem yet, 
and the software for it is still being 
written. I'm sure that this wonderful 
device will appear, but don't hold 
your breath. 

FULLER SA VID 
I wrote last month that Fuller Micro-
systems had gone into liquidation. 
Nordic Keyboards has now bought 
the Fuller name and will continue to 
market the entire Fuller range. 

Nordic make it clear that, although 
it has acquired the Fuller name, it has 
managed to shake off the delivery 
problems which Fuller had. Stocks 
are now available within 3 days. 

There's some reasonably good 
news for anyone having problems 
with their Fuller FDS keyboard. 
Retum it to Nordic with a cheque for 
£10.50 and they'll send you a replace-
ment. 

More details on 051 548 2220. 

BOOST YOUR BEEP WITH CHEETAH 

Cheetah Marketing, the company 
behind the Rat remote control 
joystick for the Spectrum, has come 
up with another add-on good. 

Mega-sound converts your 
Spectrum so that sound effects come 
from the TV speaker and not from the 
computer itself. So you can control 
the volume of the sound with the 
knob on the television. This is the 
way that the Commodore 64 works, 
and gives much clearer sound. 

Unlike earlier versions by other 
companies, you don't need to take 
your Spectrum apart. Just plug into 
the user port and connect to the TV. 
More details on this £10.95 device on 
01-290 6044. 

F u l l e r ' s r a n g e o f S p e t t r u m 
p e r i p h e r a l ! . N o r d i c K e y b o a r d s has 
b o u g h t t h e F u l l e r j i a m e a n d w i l l 
c o n t i n u e t o j w p p l y t h e i r products , 
I n c I u d i _ n g t h e n e w e i e c u t i v e 
k e y b o a r d ! . D e l i v e r y h o i b e e n 
i m p r o v e d ^ i t o c k s a r e a v o i d a b l e 
w i t h i n t h r e e days . 

If y o u h o v e a b r o k e n FDS key> 
b o a r d , N o r d i c w i l l r e p l a c e i t for 
£ 1 0 . 5 0 . De ta i l s on 0 5 1 5 4 8 2 2 2 0 . 
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Clues — Across 

3. American soap opera 
and computer game (6) 
6. and 6. Down. Game 

based on H.G. Wel ls 
classic (3, 2, 3. 6) 
7. Restore to zero or 

original value (5) 
9. Manic Miner's software 

house (3. 4) t 

13. The original 'arcade 
game (5, 8) 
18. Damaging computer 
error (7) 
20. 'Mr. Adventure' Adams 
(5) 
22. AA tactic (anag.) (4, 4) 
23. St. George's micro? (6) 

Clues — Down 

1. Program failure (S) 
2. Oracle's channel (1.1.1) 
3. Get rid of program 

errors (5) 

4. 'Poisoned dwarf in 3. 
Across (4) 
5. Rescue a program? (4) 

6. See 6. Across 
8. Adventure stories (5) 

10. Norse thunder-god (4) 
11. Insect in game attack 
(3) 
12. Units of rate of inform-
ation transmission (5) 
14. Two of a kind in cards 
(4) 
15. Electricity that doesn't 
move (6) 
16. Atlantic or Pacific 
software house? (5) 
17. Units of potential 
difference (5) 
18. Precious metal of US 
software house (4) 
19. Psychic emanation 
surrounding those with 
magical power (4) 
21. Commodore computer 
(3) 

D O O M D A R K ' S R E V E N G E L . 
There are 20 copies of Commodore 
64 versions of Lords of Midnight up 
for grabs for readers who have com-
pleted the trilogy of Doomdark's 
Revenge Fighting Fantasy novelettes 
written by Beyond Software's Clive 
Bailey and Terry Pratt. 

For Spectrum owners, Beyond will 
substitute one of their Spectrum titles 
like Doomdark's Revenge or Shadow 
Fire. 

At the end of each Doomdark's 
Revenge story, we've asked a 
question connected with the plot. 

After part one, we asked which 
treasure that Luxor found was the 
most precious. After part two, we 
asked which of Tarithel's three spell 

runes proved the best omen. After 
the third part, on page 85 of this issue, 
we wanted to know which of 
Morkin's magical possessions 
proved the most important to the 
successful conclusion of his quest. 
The clues are there if you play the 
novelettes properly. 
Luxor's treasure: 
Fey Emblem 
The Power Head 
The Crystal Ball 

Morkin's possessions: 
The Axo 

The Ball of Fire 
The Cup of Dreams 

Tanihel's runes: 
The Moon 
The Sun 
The Falcon 

DOOMDARK'S REVENGE 
COMPETITION 
My answers are: 
Luxor's treasure | 
Tarithel's runes:. j 
Morkin's possessions: j 
Name | 
Address I 

Fill in the form below and send 
your answers to: Computer & Video 
Games , Priory Cour t , 30-32 
Farringdon Lane, London EC1R 3AU. 

SOLUTION 

Computer you own: Commodore 
64 • Spectrum • (tick box) 
Please mark the OUTSIDE of 
your envelope with the make of 

^ c o m p u t e r you own. 
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P i c t u r e t h e s c e n e . . . C h r i s 
Tarrant of Tiswas fame is locked 
in a gori l la 's c a g e a n d is, for once, 
at the receiv ing e n d of cus tard 
pies and b u c k e t s of g r e e n gunge! 

Last m o n t h w e a s k e d you to 
s e n d in your i d e a s for t h e 
w h a c k i e s t g a m e around — it had 
to fea ture Chr is Tarrant and I 
think a l m o s t everyone m a n a g e d 
t o f e a t u r e f l y i n g p i e s , t h e 
P h a n t o m F lan F l inger and for 
s o m e reason, Terry W o g a n ! 

W i t h 5 0 p r i z e s o f C h r i s 
Tarrant 's video on the Wor ld 's 
Grea tes t C o m p u t e r G a m e s up for 
grabs, the ideas you c a m e up w i t h 
were o f t e n hi lar ious and many 
beaut i fu l ly i l lustrated. 

W e espec ia l ly l iked Tarrant -Ula 
f rom Ross Byron-Scott , Berks, 
w h o fea tured Chr is a r m e d w i t h a 
F rench loaf f ight ing his way 
t h r o u g h a M a n i c M i n e r - t y p e 
screen to p laster a cus tard pie 
over Ihe face of his Director . 

W e l l done Ross — a copy of the 
video is on the way. Unfor tunate ly 
w e haven't the space to ment ion 
the rema in ing 49 winners , but 
prizes are be ing sent out and if 
you've won, a copy of the g a m e 
wil l be landing through your letter 
box over Ihe next couple of 
w e e k s . 



000 ULLOJONI 
GOTTA NEW 
COMPUTA' I 
Games Extra 
So now you've got a new Commodore 
computer what are you going to 
do with it? We have the answer and 
it won't cost you a penny. 

The January edition of COMMODORE USER 
has a FREE 36 page Games Extra. It 
contains six super listings for the 64, 
many written by professional authors for 
companies like Melbourne House and 
McGraw Hill. Shiver in Dracula 's 
Nightmare, discover the North-West Passage? 
in Francis Drake's Adventure or dodge the 
avalanche in Everest. 

We haven't forgotten Vic owners either. 
Bricky, Beeglebug or dodge the traffic with 
Hoppa. All are published complete with our 
Easy-Enter'technique exclusively developed 
for COMMODORE USER. 

Look out for the January issue of COMMODORE USER. 
AT YOUR NEWSAGENT FROM THE22ND OF DECEMBER. 

The Complete Commodore Software Guide 
Not content with one free gift, our February edition 
contains a 36page Complete Commodore Software Guide. 
We list over a thousand programs, with prices. Whatever 
the software package you are after for your Commodore — 
from Jet Set Willy to word processors — The Complete 
Commodore Software Guide is the place to start. 
On sale Jan 26th 1985. 

COMMODORE 
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Duplicate 
with the best 
• with the best 

4 * ® 
Cassette, Disc and ZX/QL Microdrive Cartridge Duplication 

Contact Jeff Johnson, Sales Manager, Ablex Audio Video Limited, 
Harcourt, Halesfield 14, Telford TF7 4QR. Tel: (0952) 584131 • Telex: 35649 

MILES BETTER 
SOFTWARE 

2 2 1 C A N I M O C K R O A D , C H A D S M O O R 
C A N N O C K , S T A F F S W S 1 1 2 D D 

T E L : ( 0 5 4 3 5 ) 3 5 7 7 
U.S. GOLD SOFTWARE 

BEACH HEAD* 
"A ID ON MOSCOW 
STRIP POKER 
FORBIDDEN FOREST 
AZTEC CHALLENGE* 
SLINKY* 
CAVERNS KHAFKA* 
POOYAN 
BRUCE LEE* 
DALLAS QUEST* 
SNOKIE * 
FLAK* 
STELLAR 7 
MYSTIC MANSION 
SOLO FLIGHT-
SPITFIRE ACE* 
F I 5 EAGLE-
NATO COMMANDER 
INDIANA JONES 
TAPPER 
CONGO BONGO 
UP N DOWN 
SPY HUNTER 
BUCK ROGERS 
KNIGHTS DESERT-
COMBAT LEADER* 
BATTLE NORMANDY 
FORT APOCALYPSE* 
DREL8S-
BLUE MAX* 
SENTINAL 
ZAXXON* 

Z X 
CASS 

6 95 
6 95 
9 95 

8 9b 

8 95 

B 95 

6 95 
6 95 
6 95 
6 95 
6 95 

6 95 
8 .95 
6.95 

6 95 
* Available tor the Atari 

Please phone tor s o f t w a r e availabtlttv and 
(Oi lware Itats for the 64 end Ate<i 

Add £1 for oversea* orders Access'Vrsa 

C B M 
CASS 

8 95 
8 95 
8 95 
7 95 
7.95 
7 96 
7 95 
8 95 
8.95 

8 95 
8 95 
8.95 
7.95 

12 95 
8 95 

12 95 
8.95 
8.95 
8 95 
8 95 
8 95 
8 96 
8 95 

12 95 
12 95 
12 95 
8 95 
8 95 
8 95 
8 95 
8.95 

A T A R I 
DISC 

11 96 
I I 95 
11 95 
11.00 
11.00 
11 00 
11 00 
11.95 
12 95 
12.95 
11.95 
12 95 
11.95 
11.00 
12.95 
11.95 
12 95 
11 95 

11.95 
11.95 
t I 95 
11 9S 
11 95 
12 95 
12.95 
12 95 
12 95 
12 95 
12 95 
12.95 
12 95 

\ A S 

ATARI 
400. ( iOO, 800 . 8 

ATARI 
100 XL 

DID YOU GET Al\l 
ATARI FOR XMAS? 

Why not compliment the greatest home computer on 
the market by obtaining membership with MIDLAND 
GAMES LIBRARY. 
The greatest, biggest and best Atari library on the 
market. 
An ideal Christmas present for old and new Atari 
owners, 
MIDLAND GAMES LIBRARY: The company who over 2 
years ago, first conceived the idea of a software 
library. 
New boosting over 900 titles on disc, cassette and Ram 
(games, business, educational and utilities). Often 
purchasing popular programmers in multiples of 5 or 6 
to give all our members a fair change. Always adding 
approximately 40 new programmes monthly. 
Over 1,000 very satisfied members, many as far away 
as Iceland, Sweden, West Germany, Holland, Denmark 
and Eire. 
A fast, efficient and friendly service. Requests are 
attended to immediately virtually assuring you a 24 
hour return of service. Regular newsletters and 
programme updates, plus other inter-club activities. 

m M I D L A 
4 8 R e a d w a y , B i s h o p s C l e e v e , 

C h e l t e n h a m , G l o s . 
T e l : 0 2 4 2 - 6 7 - 4 9 6 0 9 . 3 0 - 4 . 3 0 
A l l o u r p r o g r a m m e s a r e o r i g i n a l s w i t h 

f u l l d o c u m e n t a t i o n 
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We *aint afraid of no ghosts! Are you? 
We bet you're not. C&VG readers 
won't be scared by a few paranormal 
creatures. And to prove it we're 
offering you the chance to become 
Ghostbusters! 

Wev'e got 50 copies of the new 
Activision game, based on the box-
office smash hit movie Ghostbusters! 
to give away — 25 for the 
Commodore 64 and 25 for the 
Spectrum. 

What we want you to do is write us 
a short ghost story. It could be your 
version of a ghostbusting mission 
undertaken by you and your friends, 
or it could be a haunting tale of things 
that go bump in the night — it could 
even be a true story of your own 
creepy experiences. We'll print the 
best story in a future issue of 
Computer & Video Games — suitably 
illustrated of course. 

Keep your story short — about 200 
words please — and make sure we 
can read your writing. Once you've 
completed your story, fill in the 
coupon, attach it to your entry and 
send it to Computer & Video Games, 
Ghostbusters Competition, Priory 
Court, 30-32 Farringdon Lane, 
London EC1R 3AU. Closing date for 
the competition is February 16th. 
Normal C&VG competition rules 
apply and the editor's decision is 
final — even where ghosts are 
concerned! 

Don't forget to mark the outside of 
your envelope with the make of 
computer your own — Spectrum or 
Commodore. 

r ! 
I C&VG/ACTIVISION 
| GHOSTBUSTERS COMPETITION 

I 
| Name 

I Address 
I 
I 
j I own a Commodore 64 • 
j a Spectrum Q (tick box) 
L 

SYSTEM 3 
FOR LIFE! 

Here's the answer to every Commodore 
owners' wildest dreams. Free games for a life-
time! Yes, our mates at System 3 Software, the 
people who brought you Death Star 
Interceptor, are offering one lucky person a 
lifetime's supply of their games releases in 
our great C&VG/System 3 competition. 

And 30 runners-up will get a game of their 
choice from System 3's three new American 
imports for the 64 — Moto Cross, Juice and 
Suicide Strike. Both the winner and runners-
up will get System 3 posters too! What more 
could you ask for! 

So what do we want you to do? Design some 
spacecraft that's what. We want you to sit 
down and design the ultimate spacecraft — 
either for the good guys or the baddies. 

You must sit down and work out the arma-
ment, defence systems, engines and 
operating systems. Draw up a blueprint of 
your super-ship and send it to C&VG'sspace 
engineering department! 

As we've already mentioned, you can make 
your ship suitable for a good guy — you 
know, one of those types who zaps around tne 
universe saving planets from evil aliens. Or 
you can design a craft for an evil alien — one 
of those types who zaps about the universe 
looking for planets to destroy! 

Let your imagination run riot — don't be 
bothered by little things like aerodynamics or 
engineering. We want to see the weirdest 
things your minds can conjure up. 

When you've drawn up your blueprint, rush 
it to Computer & Video Games, System 3 
Spacecraft Competition, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. Don't 
forget to fill in the coupon and attach it to your 
entry. Normal C&VG competition rules apply 
and the editor's decision is final. Closing date 
for the competition is February 16th. 

C&VG /SYSTEM 3 SOFTWARE 
| COMPETITION 

I Name 
I 

Game I want 
Moto Cross • 
Juice • 
Suicide Strike • 

Juice: The cunning Killer 
Watt is out to fry poor old 
Edison's brains! 

Suicide Strike: An 
important military target 
must be destroyed at all 
costs in a suicide strike! 

f 

. _ I 

1 Address I 
I 

- I 

for my 64: (tick box) 

I 
Moro Cross: Race on your 
own or against computer-
controlled bikes. 
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D E R 
Interceptor, simply fill 

add Vs' jWnngR^ of paper, enclosing your chej; 
p a ^ a b l S ^ ^ ^ T E 3 SOFTWARE, and post to th^ 
Please a How/ days for delivery. 

O V E R S E A S O R D E R S 
Please add £1.00 per game ordered. 

S y s t e m 3 
South Bonk House, Black Prince Rood. 
UI: tOt) 5B7 0873 
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GIFT FROM THE CODS 
"The P o w e r o f Destiny' 

# N u m b e r 1 Blockbuster f r o m t h e "MEGA TEAM'' 
• Spectacular arcade - a d v e n t u r e p layed in a mul t i tude o f w a y s 

and a t m a n y d i f fe rent levels, 
w a t c h t h e Secrets o f t h e Labyrinth unfold as our Hero, ORESTES, tests his skill 

against t h e p o w e r o f GOD and MAN. 
# Stunning a n i m a t e d graphics t a k e you b e y o n d t i m e . . . 

into t h e FIFTH DIMENSION". 
' INTELLIGENT" controls a l low ORESTES t o p e r f o r m an astonishing repertoire 

o f feats f r o m t h e c o m m a n d o f joystick or keyboard . 
• Discover t h e key t o "AGAMEMNON'S puzzle, t h r o u g h t h e p o w e r o f 

Intr igue and Illusion! 
Ocean Software savailable from selected branches of WOOiWOKTH W I 1 S M I T I I . / i E S E S S J LASKYS R u m b e l o w s . COM£T 

Spectrum Shops and all good software dealers. Irade enquiries welcome I | 



SURVIVOR Search the haunted rooms of Deadstone Abbey for the untold treasures left from years gone by. However, as you help 
Angus around the ancient building beware of the evil spirits who will chase Angus wherever he goes. All he has to defend himself is 
his trusty gun and porcupine bombs. Luckily for Angus there are various objects lying around the Abbey such as ammunition, money 
bags, and bottles of life giving elixir. There are 1008 various rooms all presented in remarkably clear and colourful graphics with 
beautifully smooth scrolling screens. Ahead lies a terrifying challenge for Angus and its up to you to help him. Are you the sole 
survivor! 

AMSTRAD £7.95 

HOUSE OP USHER Enter the House of Usher at your own risk, as you may never leave again. However, once insidethere is a choice 
of nine rooms to select. Behind each-door is a totally different action packed arcade game, each of which are certain to strain your 
nerves to the limit. If you manage to get through these nine rooms another two secret rooms (x and y) will appear, but beware the evil 
powers of the House of Usher. 

AMSTRAD £7.95 

PLIGHT PATH Flight Path is without doubt the best night simulator on the C/10 and Amstrad. The many elaborate features include: 
Altometer, flaps, directional headings, crosswinds, fires, ground warning lights and reverse thrust to name but a few. Also included 
are smooth graphics as you take off, cruise over mountains, and land once again, 

AMSTRAD £6.95 

3D TIME TREK As sole survivor of the planet "Corillian" your quest is one of anger and revenge. The starship you are flying is full of 
the latest inboard computers and extra powerful sensors. Also included are full 3D graphics, to add unbelievable realism to this 
fantastic journey through time itself, and beyond. 

AMSTRAD £7.95 
MOON BUGGY You must skillfully manoeuvre your jumping patrol vehicle over dangerous moon craters as well as large boulders 
and cunningly placed mines. Not only this but avoid the hovering alien spaceship as it bombards you from above. 

AMSTRAD £7.95 

M a i l Order : 8 H I G H S T R E E T H O R L E Y S U R R E Y 2 4 H O U R C R E D I T S A L E S H O R L E Y 0 2 9 3 4 6 0 8 3 P a y m e n t by: P . O . • A C C E S S - V I S A 

I AVAILABLE FROM YOUR COMPUTER STORE 



T 
C O M M O D O R E C16 A N D PLUS 4 

LAS VEGAS ZODIAC 

OUT ON A bIJMLB 
3DTIME TREK 

SKRAMBLE 

FAST LOADER 

LAS VEGAS Las Vegas brings all the 
challenges of a deluxe arcade fruit machine 

direct to your fingertips. Many exciting features 
include, gamble, cancel, collect, nudge and number options, 
with a three row display and maximum payout of 20$. 

KB. Only C.16 £6 95 
ZODIAC This is an enthralling arcade adventure in which the evil 

powers of hell have scattered the signs of the Zodiac in the four hundred 
chambers of the abyss. Struggle to collect these signs and at the same time try 

annihilate everything in your way. How long can you stay alive? 
J.S. or K.B. C.16 £6.95 

PETCH Race Petch around the screen, moving ice blocks to alter the maze, however, beware of the^ 
nasty monsters who are constantly chasing Petch as you attempt to collect the bonus cherries. Also if you 

can touch the edge of the maze the monsters will suddenly burst into flames, but look out they'll soon be back! 
J.S. or K.B. C.16 £6.95 

MOON BUGGY You must skillfully manoeuvre your jumping patrol vehicle over dangerous moon craters as well as large 
boulders and cunningly plaoed mines. Not only this but avoid the hovering alien spaceship as it bombards you from above. 

J.S. or K.B. C.16 ££.95 

3D TIME TREK As sole survivor of the planet "Corillian" your quest is one of anger and revenge. The starship you are flying is full of 
the latest inboard computers and extra powerful sensors. Also included are full 3D graphics, to add unbelievable realism to this 
fantastic journey through time itself, and beyond. 
J.S. and K B. C.16 £6.95 
SKRAMBLE Earth has been overrun by the Cobrons and its up to you to battle through the six ferocious and testing sectors. 
Adversaries include meteors. UFO's and deadly fireballs. Fly through an armoured city, then an elaborate maze and finally the 
command base itself. 
J.S. or K B. C.16 £6.95 
FLIGHT PATH Flight Path is without doubt the best flight simulator on the C/16 and Amstrad. The many elaborate features include: 
Altometer, flaps, directional headings, crosswinds. fires, ground warning lights and reverse thrust to name but a few. Also included 
are smooth graphics as you take off. cruise over mountains, and land once again. 
J.S. and K.B. C. 16 £6.95 
OUT ON A LIMB Th is is a fantastic and in parts outrageously funny game. Basedon the fairytale of Jack and the Beanstalk. Out On A 
Limb is full of the most strange and eccentric characters you are ever likely to meet. Firstly, climb the stalk and jump onto the clouds, 
then enter the giant's castle searching for treasures. However, watch out for vacuum cleaners, musical notes, televisions and potted 
plants, all of which chase you round the many and elaborate rooms of the castle. Once the treasure is collected the single exit will be 
opened, and then ? 
J.S. or K B. C.16 £6.95 

A C C E S S - V I S A MaJI Order: 8 H I G H S T R E E T H O R L E Y S U R R E Y 2 4 H O U R C R E D I T S A L E S H O R L E Y 0 2 9 3 4 6 0 8 3 P a y m e n t by: P . O . 

AVAILABLE FROM YOUR COMPUTER STORE 





Z O O M S O F T C O M P U T E R S O F T W A R E 
S P E C I A L I S T S 

COMMODORE 64 
Plow , . 9 95 
PoM Poi>1«* ROM 14 95 
Ml MIA 11 95 
M l M A ... 11 95 
tat w . N A .11 95 
Swion DM ....1195 

. . Nil. , . . .1195 
Mut ot At Sun NlA . 7895 
CaHtfMU ... NA MM 
SmukI NiA 39 95 
SotMif . T2S . 195 
ftp Rap _ in 9 95 
knm Cl ilipi .. .. 7 50 7 95 
l«Utn f trait ... . 750 . 7.95 

7 50 . .. 8.95 
CnuuHR 9 95 . 12.94 
Tipari « OK Snn 14 95 14 95 
Sttrtt lo> Normta* 1495 14 95 
CaM ludrr ... 14 94 14 95 
(nqhli •! lilt Otnrl 1494 14 95 
SNtnu t 995 1494 

995 ... 1294 
lodt Rmor 9 95 .12,95 
Dmdi Muktght Mtgic 995 12 95 
Opwtiun .1195 14 95 

1795 
CtapMtti 9.95 1295 

9 95 1235 
Rmta * tnpouMtt 9.85 1295 
Airhok 1194 14 94 
Hw «ti on tin fiiidmul 1195 14 95 
Ont on On* 994... 12 95 
M U Li .. .1194 14 95 
nmm 994 IT 95 
Otfof lUn •) hn 894 II Sr5 

1195 
11 94 M-iim-

— 195 
.. 8.95 

II Sr5 
1195 
11 94 

9.95 . . 1495 
795 NiA 

Supaitut 65 M'A 795 
Ffcgt* SMtom 1 ... 3425 37 94 
SAM bpwh) N A 4194 
Mttt* Tffa. 
u*it« In* 

32 75 
.3275 

Al c l i w w twd U S GoM i i M K m ) irrtn • Mod 

ATARI 400I800IXL 
ToM 
ham 
0 91 _ 

Ckatrr 
OotAtY <«•( 

H i 

0*1 

(M i M „.. ..... 
BC'i DMI I Of Trra. 

R O M 
.1*95 
..I4BS 
.14.95 
14 94 
.. 9 95 
.. 9.96 
. 9.95 
.. 9.94 
.14 95 
1494 
1494 

-I4JI 
1494 
.1495 
14.95 
.199$ 
.1895 
..IB 95 

Jttbooi Jut 7 95 H A 
Oman* 7 94 N.A 
A CI UMW 795 N.A 
Ion Afoĉrpw . 845 12 55 
Stoma 10.95 M!A 
O'tfcl 8 45 1245 
Clwn Jump* ,.,. . .. 9 94 N.A 
riotocto) . 9 94. NA 
Mn World 995 ...12.95 

9.94... 12.95 
2tpptla> 1095 NiA 

>095 .NlA 
12 54 .12 44 

DIIH QuhI NA 17 44 
San Ft«M .12 80 .12.60 
Sprtftt Act . .. 8.45 . 11 45 
Nttt CmnwAi 8 45 .. 11.45 
fM N A 12 45 

8 45 .1145 
U< «t*oi N.A .1495 

14.95 1495 
BouWtf Q«h 14 95 1495 
Aiuci »l iht Mutant Ctmtta 625 _ NiA 

. 8 50 . N A 
6.24 NA 
625 N'A 

Encovtlti a 45 _11,45 

ATARI 400/800/XL 
(Siii 

N'A 24 94 
Milk si llit Sn NlA 2994 

23 00 ...2300 
Sit 1 ndut RtttktA 23 00 23 00 
Uttfruti N.A 2995 
FHIUMI. N.A . 37 95 

N A 3495 
. N A 28 75 

Gtjphtt s Ait OtpatimtM NiA . ..79.95 
N A . 2995 

SiIWW H ft 1 NlA ... 29 95 
Uttmi • . ,. .N.A 47 95 
Oeeme fttli V—lit - MMTV NiA 21 45 
Cortol ittdt* 14 94 . 14 95 
40 Utui Cnn* N.A 3305 
RtAt Htu MIA 3395 
n*i spinet«... ....... .. 
$.A M 10*K!> 

N'A 3795 n*i spinet«... ....... .. 
$.A M 10*K!> MIA , 41.95 

.. .. N'A , , . 24 94 
Otrt CrflUl N'A 2495 
NqM I h w Ptifatl 2494 24 94 
US 0a*fct ... N'A . 89 75 

N.A 3995 
N.A 25 95 

Bur OnHki N'A 25 95 
DtU Utnt f t r N.A 34 95 
OtU U«ugt> 1. N.A. 39 95 

N.A ... 73.75 
Attn 39 95 
H t t Wvd NiA . 489S 

66 95 ACIIOM MOM 66 95 
Mac 65 ROM _ 22.90 
Mac 65 l«itt OS. A.) ROM 57 94 
Attn B50 Intirlut 99 94 
Tht Plotter Imm to betft wlc to t Ml 995 
E M Cofcelw iC tUbfM (to* •I NiA 995 E M Cofcelw iC tUbfM (to* 

ATARI AND COMMODORE 
PROGRAMMERS 

Original oam** and utility p»og»*m» 
w t n t f d (of th# A i m and Commodora 
&4 home compute* Too 'OVihiM p«*d 
W« c«n dwtnbufa your software world 
wxJc For lurtNw mtormatioft pfea** 
wnta or telephone 

ZOOMSOFT 
4 6 H U N T S W O R T H M E W S , L O N D O N N W 1 6 0 B 

Plus 100's more titles available. Send S.A.E. for free catalogue or 
telephone 01-723 0562 between 10am and 7pm. All cheques, 
P/O made payable to Zoomsoft. 
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Graphics: A r e t h e y r e a l t y 
a s m i n d - b l o w i n g a s t h e 
a d v e r t s s a y t h e y a r e ? 
D o e s t h e s c r e e n s c r o l l 
e f f e c t i v e l y ? D o t h o s e 
a l i e n s r e a l l y l e a p o u t o f 
t h e s c r e e n a t y o u ? T h i s is 
h o w t h i s c a t e g o r y i s 
j u d g e d ? 

CYCLONE 

IMACHINE: Spectrum 
SUPPLIER: Vortex 
PRICE: £6.95 

From Costa Panayi. the 
p r o g r a m m e r w h o 
brought you the chart-
topping Tornado Low 
Level, comes Cyclone — 
destined to become just 

as popular It 's already 
entered C&VGs top ten 

The basic scenario of 
Cyclone is pretty simple You 
pilot a helicopter on a mercy 
mission — flying around a 
group of islands threatened 
by a deadly storm — a 
cyclone. 

Your job is to enter the 
danger zone, search the 
various islands for inhabitants 
awaiting rescue and pick up 
five crates packed with 
essential medical supplies 
Then you must get your cargo 
back to base island and 
salety There are low flying 
aircraft to avoid, too 

The graphics are excellent 
and the screen display 
extremely well presented 
You get a main view of Ihe 
action — your helicopter and 
its surroundings. You can 

also switch views, using a 
"v iew" key, from north to 
south. 

Instrumentation includes, 
speed, altitude, fuel, time re-
maining — plus a wind speed 
g a u g e w i t h " d a n g e r " 
indicator which flashes when 
the cyclone is getting too 
close for comfort. 

Once you've collected all 
five crates — and some 

people, you get bonus points 
for them — it's back to base 
to prepare for a new mission. 

Cyclone is a s imp le 
concept executed with style. 
It is extremely addictive and 
fun to play too. Great value! 

• Graphics 
• Sound 
• Va lue 
• Playability 

9 
8 
9 
9 

RALLY DRIVER 

IMACHINE: Spectrum/ 
keyboard or joystick 
SUPPLIER: Hill MacGibbon 
PRICE: £9.95 

There are loads of motor-
r a c i n g s i m u l a t i o n s 
around right now — but 
as far as I know no-one 
has come up with a 

decent rally-driving game — 
until now that is. 

Rally Driver from Hill 
MacGibbon is an effective 
and realistic simulation of 
competing in a motor rally 

You have three "stages" of 
courses to race over. You 
must successfully complete 
one to qualify for the next. 

The packaging comes 
complete with an instruction 
book outlining the rules of 
rallying and a map showing 
the roads which comprise 

otherwise you just won't 
qualify for the next "stage". 
Each "stage" is larger than 
the lirst and more complex — 
just like the real thing! 

The screen display shows 
your v iew th rough the 
windscreen of the passing 
scenery — road junctions, 
trees, houses etc. Instru-
mentation is fairly simple. 
There's an old fashioned 
speedometer, a clock to show 
you the time taken on the 
"stage" and an indicator 
which shows if the hand 
brake is on or not. Pretty 
basic you'll agree. 

In the corner of the 
dashboard you'll see the 
s t e e r i n g whee l mov ing 
around as you steer. 

There are also road reports 
flashed up at the bottom of 
the screen when you pass 
through time controls. 

There's a leaderboard 
display which comes up at the 
start of each game and 
between stages to show you 
your progress in the rally — if 
you manage to get through 
the first stage! 

Rally Driver is an addictive 
and challenging game — for 
those of you who en|oy racing 
games and fancy one with a 
difference. 

You also have to act as 
navigator and driver, which 
adds lo the challenge and 
gives a strategy element to 
the game. 

Graphics are simple, but 
adequate and the sound isn't 
bad for the Spectrum A great 
game for car freaks. 

• Graphics 7 
• Sound 7 
• Value 7 
• Playability 7 

each "stage" 
Each "stage" has to be 

completed within a certain 
time limit — if you go over 
that lime then you will have to 
make another attempt at 
driving over the "stage". 

There are several different 
routes to take in each 
"stage" — you have to pick 
the fastest. You must drive 
your car through several time-
controls in the correct order 
whatever route you lake 

THE KILLING 
MACHINE: Spectrum I 
keyboard or joystick 
SUPPLIER: Quicksilva 
PRICE: £6.95 
Johnny A lpha , 21st 
century bounly hunter 
and star of 2000 AD. THE 
science fiction comic, 
s teps out aga in in 

Quicksilva's second game • 
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based on this comic cult hero. 
And I'm glad to report that 

this Strontium Dog game is 
tar better than Quicksiiva's 
first stab at a Johnny Alpha 
game. That was The Death 
Gauntlet (or the Commodore 
64, which left a lot to be 
desired. 

Strontium Dog, The Killing. 
is a different can of worms. 
You control Johnny in a 
deadly mission on a strange 
planet where the Dictators 
stage a strange contest 

The invite ail the most 
deadly killers from all over the 
galaxy to compete in an evil 
Olympics — the winner is the 
person who comes out alive! 

Now Johnny Alpha reckons 
that a trip to this planet at the 
time of the games is a good 
way to wipe out all the top 
criminals and earn himself a 
great bounty-cheque into the 
bargain This is where you 
come in 

The "games" take place in 
a maze-like complex of rooms 
and corridors. Johnny has to 
explore the many levels of the 
complex, discover the alien 
killers and destroy them 

Sounds simple, but when 
you come to play the game, 
things get more difficult — as 
usual! The alien criminals are 
crafty and wait to ambush an 
unsuspecting Strontium Dog 
in the various chambers of 
the games complex. 

The game is a biggie — 
and it's a good idea to have 
some paper and a pen to log 
your movements through the 
complex otherwise it's easy 
to get lost. You also have to 
work out different strategies 
to wipe out the various nasty 
alien criminals you come 
across. 

The graphics are good — 
but the sound leaves a bit to 
be desired. Even on the 
Spectrum. 

T h e J o h n n y A l p h a 
character is well drawn and 
animated You can actually 
recognise him as the 2000AD 
character! 

He is armed with three 
electro-flares and his trusty 
laser gun and gets five lives to 
complete his quest. The 

screen shows you a display of 
Johnny and the room he is 
currently in. plus read outs of 
lives left, and the number ol 
alien killers still around in the 
complex. 

The Killing falls into the 
cu r ren t l y t rendy a rcade 
adventure style of game. I 
found it entertaining to play 
and kept coming back to 
explore more rooms 

BOULDER DASH 
MACHINE: Spectrum/ 
keyboard or joystick 
SUPPLIER: Front Runner 
PRICE: £7.95 
We've already gone into 
fits ot ecstasy about 
Boulder Dash on the 64. 
Now we're about to do 
t h e s a m e f o r t h e 

Two annoying things about Spectrum version of this 
the game. One is the fact that 
you keep having to come 
back to the intro screen 
before restarting a new game, 
once all your lives are lost 
Although this is nicely drawn 
and quite entertaining, it 
becomes a bit irritating after 
the twentieth viewing. But if 
you gel really good at the 
game, you're noi going to see 
it much anyway are you9 

Second, the instructions 
could give you a bit more 
information. I know it's nice to 
have a bit of mystery about a 
game — but personally I 
would have liked a bit more 
documentation 

Maybe it you are a 2000 AD 
reader, you could — as 
Quicksilva suggests — dig 
out some back numbers and 
read again a Strontium Dog 
story called The Killing. I liked 
The Killing and will be going 
back lor more as soon as I've 
found those old copies' 

great game f rom Front 
Runner, the Storm Warrior 
people. 

The Spec t rum vers ion 
features Rockford in all his 
glory It has the 16 Boulder 
Dash caves, packed with 
boulders, gems and other 
nasties. Each cave has five 
d i f f i c u l t y leve ls mak ing 
Boulder Dash not just one 
game but about 80! 

The object of the game is to 
help Rockford search through 
the caves in search of gems. 
Each cave has a fixed target 

of gems for Rockford to find 
and there's a time limit on his 
search too 

Once he's collected the 
required number of gems, 
Rockford has to find the exit 
to the next cave — which only 
appears once he's reached 
the target number of jewels 
Each cave is different and 
features odd things like 
amoeba, butterflies, fireflies 
and other obstacles. 

You have to master the 
"physics" of the game — dis-
covering just how those rocks 
roll and fall — to collect the 
gems. You also have to be 
good at working out patterns 
and strategies to be in the 
right place at the right time, 

The programmer has made 
a brave attempt at converting 
the sounds of the original, 
music, fall ing rocks and 
jewels. The graphics are 
adequate — but the game is 
spoiled somewhat by the slow 
screen scrolling, Rockford 
can dash off the screen while 

• Graphics 8 
• S o u n d 5 
• V a l u e 7 
• Ptayabil i ty 7 

the rest of the graphics are 
trying to catch up! 

This is annoying — but 
doesn't detract from the 
incredible payability ot this 
game. Boulder Dash is 
terribly addictive — don't 
start playing if you've got 
anything else to do that day. It 
it's not a number one hit I'll 
eat my joystick! Rush out and 
get it. you won't regret it. 

• Graphics 8 
• S o u n d 7 
• V a l u e 9 
• Playabi l i ty 1 0 
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B'ZONE/TANK DUEL 

IMACHINE: Spectrum 
SUPPLIER: Battlezone -

Quicksilva; 3D Tank 
Duel - Realtime 
PRICE: £6.95 IBattlezone) 

£5.30 I3D Tank Duel) 
Battlezone was originally 
an Atari arcade game. 

You are in charge of a 
tank and your mission is to 
destroy the enemy tanks. 

Like the or ig ina l , the 
graphics on the Spectrum 
version are made up of 
straight lines which are used 
to draw all the banks and 
missiles. 

Some clever programming 
means that the objects come 
towards you in 3D, with the 
computer performing what's 
k n o w n as h i d d e n l i n e 
removal This means making 
sure that if one side of a tank 
is obscured by something, the 
invisible part is not drawn on 
screen 

With Quicksilva's game, 
the graphics are all drawn in 
green on a black screen with 
the background the same 
colour. At the top, the score 
panel is in purple but still on 
black. 

Realtime's version is called 
3D Tank Duel and has 
different background colours 
for the land and the sky 

SCORE 0 0 0 0 0 , \ H I G H 

I 

OiEMr IN RHNCE 

SCORE s o o o 
.HIOWSCQftCj p Q p n 

The 3D movement is the 
key to a good version of 
Battlezone and I found Real-
time's the smoother Both 
games have blocks which you 
can use as shields and 
moving in and out of them 
produced some good effects 

Realtime's also has some 
special features. Pressing the 
4 key will copy the screen to a 
printer which will give you a 
print of the high score table if 
you want one 

Control tor both games is 
via keyboard or joysticks You 
look at the radar ai fhe lop of 
the screen and manoeuvre 
your tank accordingly. There 
are four keys used to move 
the tank — two for each 
track, Each can be moved 
forwards or backwards so to 
turn round at double speed 
you move one track in each 
direction. 

So which one to buy? 
Frankly, I think that Real-
time's 3D Tank Duel just 
comes out on top and, at 
£1 45 less than the official 
Quicksilva offering, it's better 
value. 

B A T T L E Z O N E 

3D Tank Battle 
Duel zone 

• Graphics 9 8 
• Sound 7 7 
• Value 8 7 
• Playability 8 8 

VOLCAMO 

IMACHINE: Spectrum 
SUPPLIER: Computer 
Magic 

PRICE: £7.95 
Volcano, the new release 
from Computer Magic, 
starts off with a good 
idea. You have to escape 
from a maze-like city — 

which has underground and 
overground levels — before 
lava from an erupting volcano 
covers everything with a 
molten blanket. 

Nice idea. Shame about 
the game It's really a simple 
maze game — like the ones 
you play with pencil and 
paper in puzzle magazines. 

but transferred to computer 
You move your crudely drawn 
c h a r a c t e r a r o u n d t h e 
"streets" of the city — 
collecting dynamite, eating 
food and and avoiding looters 
— en route for the boat 
wailing to carry you away 
from the volcano. 

You need dynamite to blast 
your way through obstacles 
which block your way and you 
need food to stay alive. You 
get five at the start of each 
game — and they disappear 
at an alarming rate. You really 
need to make a map of the 
different locations as you 
move using a pencil and 
paper — the small map that 
accompanies the cassette 
doesn't really give you any 

useful i n f o i o n . 
Make a wrong move and 

you could end up trapped in a 
d e a d e n d w i t h o u t any 
dynamite to blast your way 
past the rocks which have 
fallen across the path behind 
you. Game over! 

You also sometimes fall 
into a swamp. There is no 
indication of this happening to 
warn you — just a message 
which says you've lost a 'ife. 
That's where your own map 
would come in handy. 

If you are really unlucky, 
you might tall into the under-
g r o u n d p a s s a g e s w i t h 
graphics like those ancient 
"3D maze" games you used 
to play on your ZX81. There 
appears to be no way out 

unless you have a match and 
can use it to see the old map 
you apparently have with you. 

A nice idea — but the 
graphics are crude and the 
game eventually too frus-
trating to be much fun. 

I know that games are 
supposed to have a bit of 
mystery surrounding them 
and that the documentation 
shouldn't give too much away 
— but I felt that Volcano 
needed a bit more explana-
tion for the player to make the 
most of the game 

• Graphics 5 
• Sound 5 
• Value 4 
• Playability 4 
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Sound: D o e s t h e g a m e 
s o u n d l i k e a D u r a n D u r a n 
L P p l a y e d a t h a l f s p e e d 
— o r d o e s t h e n o i s e f r o m 

o u r m i c r o k n o c k y o u 
a l f - w a y a c r o s s t h e r o o m ? 

T h e C&VG r e v i e w t e a m 
d o n ' t j u d g e g a m e s w i t h 
t h e i r e a r s p l u g g e d u p , w e 
c a n t e l l y o u ! 

I 

DARK STAR 

IMACHINE: Spectrum 
keyboard or joystick 

SUPPLIER: Design Design 
PRICE: £7.50 

The blurb for Dark Star 
claims that it is the 
longest program ever 
written for the Spectrum, 
I can well believe it — the 

game takes around five 
minutes to load. No super 
flash loaders nere! 

It's well worth the wait. 
Once you detve into the Dark 
Star galaxy, you'll be hooked. 

The scenario is simple. You 
are in control of the Liar, a 
heavily armed space ship, on 
a mission to liberate the Dark 
Star galaxy from the Evil 
Lord's tyranny. To succeed, 
you must wipe out all the Evil 
Lord's bases on planets within 
the galaxy. 

You fly around planet-
hopping and zapping through 
hyper space gates to jump 
trom sector to sector blasting 
the bases and fighting off 
attacks from enemy space 
ships. 

You fight in space and 
a c r o s s the s u r f a c e of 
occupied planets — so you 
begin the game flying through 
space. A Tactical Sector Map 
displays the whereabouts of 
the enemy bases. You can 
call up the map at any time. It 
shows the position of your 
ship and the military installa-
tions — and is a really pretty 
bit of graphic programming! 

The map also has an 
amusing information read-out 
about the planet you are flying 
over — with details of atmos-
phere and comments like 
"Even wetter than Man-
chester" or "Hate i t ! " . Great 
stuff. 

Your job is simply to shoot 
up the enemy installations and 
then get off the planet to 
resume your quest for ulti-
mate liberation. 

The real joy of this game is 
the extensive user definable 
menu which allows you to 
change virtually every aspect 
of the game to suit your 
moods. 

You can change the screen 

display, sound effects, skill 
levels and keyboard controls. 
Talk about user friendly! 

The graphics are simple but 
extremely effective. The 30 
star field — with planets and 
stargates whizzing by — is 
very pretty. I sat and just 
watched it for ages! 

If you get your hands on 
one, try switching to wide-
angle mode and sitting in a 
dark room. You'll think you 
are on the bridge of the USS 
Enterprise. Try pressing the 
accelerator button at the top. 
A real visual treat. 

Dark Star is the first part of 
the "Forbidden Planet" tri-
logy. I'm waiting with interest 
for part two. 

• Graphics 9 
• Sound 7 
• V a l u e 8 
• Playabil ity 9 

COMBAT LYNX 
MACHINE: CBM 64 
SUPPLIER: Durell 
PRICE: £7.95 
Combat Lynx isn't a flight 
simulator. But then it 
isn't a straightforward 
s h o o t - ' e m - u p b a t t l e 
game either. I t 's an 
interesting combination 

of the two — action and 
strategy combined in one 
stylish package. 

Combat Lynx is a "real-
t ime" battle game in which 
you become the pilot of a 
sophisticated Lynx helicopter. 

The blurb on the packaging 
tel ls you that West land 
Helicopters, the people who 
m a k e t h e r e a l L y n x 
battle- copters, aided Durell's 
programmers in the develop-
ment of the game And I can 
well believe it! 

The controls are very 
complex — but not im-
possible to master. You can 
either use two joysticks or a 
combination of joystick and 
keyboard. 

The basic idea is for you to 
defend your bases and troops 
f r o m e n e m y a t t a c k — 
d e s t r o y i n g e n e m y 
ins ta l l a t i ons and a t tack 
forces as you fly. 

-> 

r n n 
r i m i — -

! ! ! ! 
• i i i 

I * ! I l i l l l -

You score points for each 
"kil l ", but perhaps of more 
interest to the wargame fan is 
the possibility of waging a 
strategic campaign against 
the attackers and coming out 
on top! 

T h e s c r e e n d i s p l a y 
includes a heads-up view of 
your hel icopter and the 
s u r r o u n d i n g t e r r a i n , 
instrumentation telling you 
your altitude, speed, fuel and 
weapon status etc. The 
display changes when you 
enter the weapons mode You 
see an "infra-red" display of 
the terrain and your gunsight 
appears. You can also call up 
a map of the battlefield which 
shows the position of enemy 
and friendly troops 

The Lynx is armed with 
v a r i o u s w e a p o n s o f 
destruction and you have to 
select which to use against 
the various targets. 

At the start of each 

mission, you can either allow 
the computer to arm your 
Lynx with a standard set of 
weapons — or you can 
choose to arm the helicopter 
yourself from an extensive 
menu of equipment. A nice 
touch this. 

Combat Lynx isn't a game 
that you can plug in and play 
right off the shelf. You need to 
take time to read the compre-
hensive instruct ions that 
come with the game — which 
is also available on the 
Spectrum. 

There are four skill levels 
and a high-score table for all 
you competitive types Watch 
out for C<$yG's specia l 
Combat Lynx competition. 

• Graphics 8 
• S o u n d 6 
• V a l u e 8 
• Playabi l i ty 8 • 

44 



THERE'S SOMETHING IfVSTY 
LURKING-INSIDE YOUR 6 4 

A chance to get to the heart of the 
computer—enter the world of the microchip 
and find It to be all that you d imagined and 
then a bit more—the wierdest fantasy that 
the human mind and hl-technoiogy could 
combine to create 
Engage in an amazing battle encounter with 
the evllest creatures of the drcultworid. as 
vou patrol the full sl2e microprocessor board, 

Travel the wires, finger on the button in a 
line em up. shoot em down extravaganza as 
vou not only attempt to outmatch your 
computer but Its wler< 
Inhabitants as welt 

erd collection i 

Alligata Software Ltd 
1 Orange Street, Sheffield SI 4DW 
Tel: (0742) 755796 

Send for full colour product brochure 
(endose a stamp) 



Playability: W i l l t h e g a m e 
K e e p y o u u p u n t i l t h e 
e a r l y h o u r s o f t h e m o r n -
i n g , a s y o u a t t e m p t t o 
c o m p l e t e j u s t o n e m o r e 
s c r e e n i n a d e s p e r a t e 
a t t e m p t t o b e a t i t ? O r 
d o e s it s e n d y o u t o s l e e p 
t h e m o m e n t t h e i n t r o -
s c r e e n a p p e a r s ? C o u l d 
y o u s p e n d h o u r s l o c k e d 
a w a y i n y o u r b e d r o o m 
w i t h i t ? 

FLYER FOX 
MACHINE: CBM 64 
SUPPLIER: Tymac 
PRICE: £7.95 

It talks! So says the blurb tor 
Flyer Fox, a flight/combat 
simulation from Tymac. a 
company new to the pages of 
C&VG 

Well, your Commodore 
does make a brave attempt to complete a level quickly with 
sound like a jet-fighters' radio fuel left. 
— but ends up sounding like One criticism I have is lhai 
someone trying to speak with you have to wait around a bit 
a mouthful of rice crispies. too long for the enemy jets to 
But don't let that put you off altack After all, when you've 
the game Flyer Fox is a play- got an airliner to protect 
able shoot-out style game you're not going to rush about 
with nice graphics. Shame looking for them are you? 
about the sound. Don'1 buy this game for the 

The scenario is pretty promise of sound synthesis, 
basic. You are put in the B u t i f y o u e n j o y a 
pilot's seal of a jet fighter 
escorting a Jumbo jet airliner 
through hostile skies. Your 
job is to defend the airliner 
against the attacks of enemy 
fighters. 

The screen shows your 
view of Ihe outside world 
through the cockpit plus 
i n s t r u m e n t a t i o n w h i c h 
includes a radar screen — to 
show where the enemy jets 
are, an artificial horizon — to 
show your jets' attitude in 
f l ight , an a l t imeter and 
compass to help you relocate 
the airliner after a dogfight 
with the enemy. 

There's also a readout 
which tells you the damage 
status of the airliner plus a 
fuel gauge Your fuel gets 
rep len ished only if you 
c o m p l e t e a l e v e l b y 
successfully fighting off all 
Ihe enemy and protecting the 
airliner from any crit ical 
damage 

To shoot down the enemy 
jets you have to lock your 
sights onto their retreating 
tails and blast them But it's 
not as easy as it sounds as 
those enemy jets don't hang 
around waiting to be blown 
up. They dodge and weave 
around Ihe sky making your 
task pretty challenging 

The "soundtrack" says 
things like "Break away!" — 
as the enemy attacks — I 
think. But I couldn't quite 
catch the longer messages 

There are several levels of 
play with the jets coming in 
groups of greater numbers 
You score points for blasting 
the jets and get a bonus if you 

straightforward shoot out you 
could do worse than Flyer 
Fox. 

• Graphics 7 
• Sound 6 
• V a l u e 7 
• Playabil i ty 7 

FIGHTER PILOT 
MACHINE: CBM 64/ 

joystick or keyboard 
SUPPLIER: Digital Integration 
PRICE: £9.95 cass. 

£14.95 disc 

Fighter Pilot is regarded as a 
classic for the Spectrum — 
and is a classic on the 
Commodore 64 

The Commodore version 
has all the elements of the 
original chart topping game 
with the added advantages of 
i m p r o v e d g r a p h i c s and 
sound. 

The game is based around 
the USAF F-15 jet fighter — 
and the screen display shows 
some of Ihe instrumentation 
you'd actually find inside one 
of these h i - tech f ighter 
aircraft. 

FIGHTER PILOT 

The game is quite simply 
an accurate simulation — 
within the limitations of the 
Commodore of course — of 
what it's like to fly one of 
these jets, with some combat 
options thrown in for good 
measure. 

The menu has several 
opt ions wh ich take you 
through an essential flight 
training program. Beginning 
with landing practice the 
options then move on to flying 
training, air-to-air combat 
training, actual air to air 
combat — where the enemy 
fires back! — and a blind 
landing sequence. You can 
also add crosswinds and 
turbulence to make your life 
even more difficult and there 
are skill levels ranging from 
novice to ace. 

Once you are up in Ihe air 
you can call up a map of the 
area you are flying over to 
check out your position or the 
positions of enemy aircraft if 
you are in combat mode. 

Documenta t ion on the 
cassette inlay is good and 
you'll need to spend time 
studying it and the game 
before really getting Into 
action in the combat zone. 

Fighter Pilot is definitely 
not one of those games you 
c a n l o a d in -and p l ay 
immediately — unlike Flyer 
Fox. the other flight game for 
the 64 reviewed here 

G r a p h i c s a r e up to 
standard for the 64. although I 
would have liked instrument 
graphics to be bigger and 
bolder. 

And who added the dread-
ful music which plays while 
the game loads and continues 
over the title screen? I think 
the game could definitely do 
without this! 

Fighter Pilot is a game for 
flying addicts or simulation 
freaks who like a game which 
they can really get your teeth 
into. 

• Graph ics 8 
• S o u n d 7 
• V a l u e 8 
• P a y a b i l i t y 9 

F L Y E R F O X R e v i e w s c o n t i n u e d o n p a g e 
1 0 1 . 
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ATonyCrowther/QuicKsilva Production 

Available exclusively from 

in association with The Wizard Development Company Ltd. 

Quicksitva Ma i l Order, P.O. Box 6, W i m b o m e , Dorset BA21 7PY. 
Telephone (0202) 891744. 
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CLIFF HANGER 
AUTHOR -JAMES DA Y ORIGINAL MUSIC - BRIAN DOE 

Thrill to the cartoon style action of Cliff Hanger, a really original. Wild West game. As Cliff the hero, you've got to stop the 
bandito shooting up the canyon. But with its own brand of wacky cartoon action fun. things simply aren't as they seem in 

Cliff Hanger. For a start, the boulder you throw at the ol' bandito may just come bouncing back at you. 
Cliff Hanger incorporates all the elements that have made New Generation games best sellers for the Spectrum, such as 

original ideas, superb graphics and hilarious happenings - but now it's available first for the Commodore 64. 
Featuring 50 separate screens, three levels of difficulty, one or two players scoring. Hall of fame and joystick compatibility or 

user defined keys. Cliff Hanger is set to be THE Commodore games playing sensation. Available from any good software 
store for just £ 7 . 9 5 . 

k 

4 

Sf'CCteO titles of New Generator! Software T / M A 
•Ft available from your local computer nore / M \ > 
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AUTHOR - PAUL BUNN 

Ever wondered what it would be like to face the fierce white water in a top class canoeist slalom run? Well wonder no more 
because you can enjoy the fast action thrill of competitive canoeing from the comfort of your own armchair with 

Shoot the Rapids. 
It's a game that involves real skill because you must move your joystick to simulate paddling action. You must get through 
the gates of the slalom course in the fastest time possible, while avoiding the river bank and rocks. There are also extra 

hazards like rogue speed boats and interfering beavers to worry about. 
This multi level game features increasingly difficult river courses with superb graphics and smooth scrolling along the river. 

Qualifying times have to be reached to move onto the next course. 
With Hall of Fame, one or two player scoring and joystick compatibility, Shoot the Rapids is probably the best sports action 

simulation game devised to date. Available from any good software store for just £ 7 . 9 5 . ^ H , 
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The imaginative pen of top ' Fighting 
Fantasy' wr i ter Steve Jackson brings 
you the comple te computerised, role-
playing adventure package. 

Your G a m e Pack' wil l 
consist of a full length ^ m * 
adventure story and 
the most intriguing, K > 
complex and excit ing ' \ 
computer program yet to \ y 
be released. j f f 

As the adventure L I 
unwinds you wil l become 

'The Swordmaster' , it wil l be up to you, 
and you alone to overcome every 

diabol ical adversary sent against you. 
You'll exper ience combat routines of 
such excel lence you will have to gain 

more and more exper ience to delve 
deeper into this compulsive adventure. 

Dare you enter The 
^ ^ Swordmaster's' r e a l m ? . . 

K f ind out in February '85. 
For the Spectrum 48 k, 

1 Commodore 64, plus most 
• other popular micros'. 

SIEVE IACKSONS 

N i W i » 

A d v e n t u r e 
I N T E R N A T I O N A L 
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SOFTWARE 

E X P R E S S 

A T A R I & C O M M O D O R E 
• M A I L O R D E R S P E C I A L I S T S 

H O M E & I M P O R T E D S O F T W A R E S P E C I A L I S T S 

SOFTWARE FROM : 
U.S. GOLD, INFOCOM, LEVEL 9, ACTIVISION, SYNSOFT, AMSOFT, ENGLISH, ECA, CBS, SSI, 
CHANNEL 8, ADVENTURE INT AUDIOGENIC, T Y M A R , A T A R I , OCEAN, COMMODORE, 
D IALOG, MELBOURNE HOUSE, DATASOFT, ODESTA, SUBLOGIC, EPYX, LAMASOFT, LONG-
MANS, MICROGEN, QUICKSILVA, SCREEN PLAY, ACCESS, DOMARK, PLUS MANY MORE. . . . 

HARDWARE FROM A T A R I , COMMODORE, AMSTRAD, MSX, SINCLAIR. 

U.S. AND U.K. BOOKS AND MAGAZINES A V A I L A B L E . MAGNETIC MEDIA, MODEMS,CABLES, 
JOYSTICKS, PRINTERS, INTERFACES, MONITORS, etc 

STOP PRESS SPECTRUM. RAID OVER MOSCOW, STRIP POKER, BRUCE LEE, TAPPER, 
SPY HUNTER, F15 STRIKE EAGLE, Z A X X O N : 
COMMODORE 64. UP + DOWN, CONGO BONGO, SENTINEL, BATTLE FOR NORMANDY, COM-
BAT L E A D E R : 
NOW! FOR THE A T A R I : A T A R I SYNFILE+, ASYLUM, INSTITUTE, PROFESSIONAL BLACK-
JACK, ADVENTURE WRITER, FILEWRITER, REPORT WRITER, MENUE WRITER, HITCH 
HIKERS GUIDE 
NOW FOR A L L MACHINES, INFOCOM INVISICLUES FOR A L L INFOCOM ADVENTURES! 

CONTACT US TODAY 
I F I T ' S A V A I L A B L E A N Y W H E R E I N T H E W O R L D W E W I L L G E T I T . 

31 STONEYHURST ROAD, ERDINGTON, BIRMINGHAM TELEPHONE : (021) 384 5080 
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The first QL adventures 
from TALENT! 

Explore the ancient dwell ing-place of 
the D w a r v e s - where the Wizard guards 
the last precious secret. 

A classic and complex text adventure 
with hundreds of locations and a huge 
vocabulary. Set in real-t ime with traps, 
tasks, puzzles a n d m a z e s ~ and a special 
note-pad feature to a id you. 
"the quality of the game Is superb" 
Micro Adventurer 

PRICE €19.95 
+ SOp postage and picking 

w T 
\ b u are on the track of a notorious gang 

of bank robbers who have gone to ground 
near an abandoned mining town d e e p in 
Indian territory. Ybur task - to outwit and 
outgun the robbers, collect as much loot as 
possible and piece together clues on how to 
escape . 

A demanding and exciting text adventure 
for the experienced games-player, using over 
2 0 0 words and as many phrases. There are 
over 130 locations to search - not all of them 
e a s y to find. Events happen in real-t ime 
outside your control - Indians charge, 
rattie-snakes slither past a n d robbers appear 
a n d shoot at you. How long c a n you survive? 

PRICE £19.95 
+ SOp postage and packing 
(Alto on CBM M. BBC t Etoclron) 

COMPUTER SYSTEMS 
C U R R A N B U I L D I N G , 101 S T J A M E S R O A D , G L A S G O W G 4 0 N S 

2 4 H O U R C R E D I T C A R D H O T - L I N E 0 4 1 - 5 5 2 2 1 2 8 



EXPERIENCE 

FEATURING SUPERB 'BATTLEZONE'ACTION! 
W a r ! Gir D r a x o n , S u p r e m e O v e r l o r d of the 

A r c t u r a n E m p i r e , has dec lared war o n the Terran 
E m p i r e , p r o m p t i n g Earth's leaders to dispatch the 

ent i re Terran F leet to intercept the Arc tu ran A r m a d a . 
W i t h the fleet hal f -way to Arcturus. Terran Intelli-

g e n c e d iscovered t h e existence of the Warp l ink . a 
p h e n o m e n o n permi t t ing t h e transfer of mat te r 

f r o m o n e spot to another . 
— ^ ^ ^ ^ Gir D r a x o n was 

transport ing 

a n entire g r o u n d assault force to T i tan , Saturn's largest 
satellite, as the pre lude to a massive invasion o l the 
now-unpro tec ted Ear th . Earth's only r e m a i n i n g h o p e is 
the R A V E N , a n exper imenta l a r m o u r e d craft e q u i p p e d 
with a n t i g r a v pods, a n inviso-ctoak, a n d heavy 
weaponry . You must pilot the craft th rough the seven 
W a r p l i n k s f r o m Arc turus to T i tan , destroy ing t h e 
guardposts o n the way, in order t o clear a path for t h e 
rfeturn of Earth's forces. A suicide mission"? O r Earth's 
only h o p e ? 

L 
> / • 1 L 11 

3 K ) (HI leading compgtenitore* u 

lformation on how to become a U.S. Gold Stockist write to: —» 
CentreSoft, Unit 10, The Parkway Industrial Centre, 

Heneage Street, Birmingham B7 4LY. Telephone: 021-359 3020. Telex: 337268. 



Even a c e Adventurers have g a m e s they just can ' t get enough of. 
And C&VG's Adventure Wizard, Keith Campbel l , is no except ion . 

He has a passion for the giant Zork tr i logy. Here Keith takes you 
on a tour of the Great Underground Empire and reveals why he 

thinks the Zork tr i logy is so fantastic! 
W a y back in t h e M a y 1983 issue of C&VG, I d e v o t e d a smal l corner of m y 
c o l u m n to a rev iew of a g a m e ca l l ed Zork, T h e g a m e w a s l i t t le k n o w n at that 
t ime s i m p l y d u e to the fact that it w a s , a n d it st i l l is, avai lable only o n d isc . 

W i t h the a d v e n t of c h e a p e r dr ives and convers ions to more m a c h i n e s , a l l 
has n o w c h a n g e d and Zork Is p layed and e n j o y e d by m a n y Adventure rs . 

For t h o s e un fami l i a r w i t h Zork, it is a very large text A d v e n t u r e that c o m e s in 
three parts . It m u s t be p layed w i t h the d isc in the drive, s ince it is so c o m p l e x 
that there is not e n o u g h m e m o r y in the c o m p u t e r for al l of it to be l o a d e d 
s i m u l t a n e o u s l y . 

T h e Zork p r o g r a m s there fore read text and o ther da ta f r o m the d isc as and 
w h e n they n e e d to. In (act , there is so m u c h text that p lay ing Zork is a l m o s t 
l ike read ing a book — but the " h a p p y - e v e r - a l t e r " e n d i n g is not so easy to 
reach! 

Zork is an a d a p t a t i o n of t h e or ig inal Decus Dungeon avai lable for m a i n f r a m e 
and m i n i c o m p u t e r s . T h e a d a p t a t i o n is not a n e x a c t copy , s ince in Dungeon al l 
the l o c a t i o n s are c o n t a i n e d w i t h i n o n e g a m e . Obv ious ly , in the ZorArs they are 
not and the plot c h a n g e s s l ight ly , too. It w a s p lay ing Dungeon on a m a i n f r a m e 
that insp i red S c o t t A d a m s to c rea te Adventures on a m i c r o c o m p u t e r and, w i t h 
Zork now r u n n i n g o n m i c r o c o m p u t e r s , the cyc le Is c o m p l e t e ! 

Zork is p r o d u c e d by I n f o c o m for a w i d e range of m a c h i n e s : A p p l e II (32k 16 
sector) . Atar i 4 0 0 / 8 0 0 (32k 8 1 0 disc) , I B M PC (48k), T l Pro fess iona l , D E C Rain-
bow, N E C P C - 8 0 0 0 (56k PC/M) , N E C A P C ( C P / M 86), C P / M (48k 8 " disc vers ion 
2.0 and above) , and PDP-11 (RT-11, RX01 d isc or under RT-11 emula tor . ) 

Zork J? a n d 3 are a lso avai lab le for TRS-80 M o d e l 1 and M o d e l 3 (32k disc), 
whi lst Rad io S h a c k have exc lus ive d is t r ibu t ion r ights for Zork 1 for those 
m a c h i n e s . S imi la r ly , C o m m o d o r e have exc lus ive d is t r ibut ion for all three Zork 
A d v e n t u r e s for t h e C o m m o d o r e 64. 

It is t rue to say to C B M 64 o w n e r s that , at £11 .99 per Zork, c o m p a r e d w i t h 
about £ 3 0 p lus for o t h e r s y s t e m s , you get a g a m e w h o s e c o m p l e x i t y , exci te-
ment a n d h u m o u r far o u t w e i g h s any o ther A d v e n t u r e g a m e you are l ikely to be 
able to buy for m o r e t h a n d o u b l e that cos t — if, indeed , there is one . 

W i t h d isc dr ives for the C o m m o d o r e c o s t i n g l i t t le m o r e than the pr ice of the 
c o m p u t e r i tse l f , t h e n if A d v e n t u r e g a m e s appea l to you, it real ly Is w o r t h con-
sider ing b u y i n g a dr ive to a c c e s s th is s o f t w a r e . 

Zork is situated in a huge 
c ave rn u n d e r a breath-
taking canopy of rock, more or 

less to the west of the Aragain Falls. 
The Great Underground Empire, 
now extinct and in a state of decay, 
is inhabited by fearsome Grues who 
are likely to attack under the cover 
of darkness. 

This is the land where all the Zork 
adventures are based. They are 
among my favourite Adventure 
games of all time — and here I'll 
attempt to tell you why! Firstly, I will 
describe The Great Underground 
Empire — and then give you some 
useful playing hints gleaned after 
hours playing this mega-series. Be 
warned — if you start playing Zork 
you may never want to stop! 

Once rules by the great Lord 
Dimwit Flathead the Excessive, the 
empire boasted an advanced tech-
nology long since decayed and 
fallen into obscurity. Examples of 
some of the awesome engineering 
feats of the Zorks are a magnificent 
aqueduct and a mighty dam across 
the Frigid River. 

The intrepid explorer can still 
take a tour of the dam, although 



water now flows over the top. 
Similarly, the aqueduct is worth 
viewing, though whether its mighty 
stone trough is worth inspecting at 
close quarters is a matter of much 
debate! 

So proud were the Dimwits of 
their achievements that they even 
built a technology museum. Only 
three exhibits now remain, but one 
of them is in surprisingly good 
shape for its age. Unfortunately, its 
purpose has long since been 
forgotten, although many an 
Adventurer will no doubt discover 
how to operate it — possibly to his 
cost. 

These technological marvels 
were enhanced and augmented 
with the magic of the day. Many 
advanced products were marketed 
by Frobozz, a company specialising 
in magically operated devices. 
Some are still to be found lying 
around and can even be used by 
Adventurers clever enough to 

L o r d D i m w i t F l a t h e a d 
T h e •a E x c e s s i v e . 

«* 
w v'l* O . O 

J. P i e r p o i n t F l a t h e a d . 

discover how. 
Frobozz products ranged from 

large devices, such as a Magic 
Well, to the day-to-day consumer 
goods like Magic Gunk and Grue 
Repellent — an invaluable aid in 
failing light. 

Zork had its economy well 
organised, the local currency being 
the Zorkmid. A 10,000 Zorkmid 
piece was a priceless coin, being 
octagonal in shape and bearing the 
legend "In Frobs we trust". The 
fiscal system centred around the 
great Bank of Zork, where the 
portrait of its late founder, J. 
Pierpont Flathead, can still be found 
hanging above his desk. A some-
what controversial character and 
endowed with more Zorkmids than 
were good for him, J.P. wrote an 
autobiography entitled "I'm Rich 
and You Aren't — So There!" 

Although the bank itself is now 
defunct and somewhat vandalised, 
the security system still appears to 
be operative, as anyone foolish 
enough to try to remove valuables 
from the premises will discover. 
Needless to say, the vault was 
supplied by Frobozz. 

Exploitation of the man in the 
street by vested interests doesn't 
seem to have changed much 
throughout the ages, as the 
Adventurer will likely discover that 
the excessive Flatheads, dimwitted 
as they were, had a magic swindle 
going. This had the effect of lining 
their own pockets at the expense of 
the Bank's customers. 

The Zorks had their religion, too, 
its beliefs now forgotten in the 
passing of time. However some 
ev idence still remains. For 
example, their Commandment No. 
12592 held a stern warning for those 
" . . . who go around saying unto 
each other 'Hello Sailor' " 

The aristocracy of Zork enjoyed 
the good life, with well laid out 
gardens complete with topiary and 
lawns bordered with roses (some of 
them perfect). A favourite pastime 
of the excessively rich and idle was 
to take tea in the summer house. 
Such occasions were responsible 
for the birth of legends, for it is said 
that more than once a Unicom had 
been spotted by an observant 
Zorker whilst taking tea. 

The Great Underground Empire is 
dead. Or is it? In the shadowy 
hillsides, faint footsteps can some-
times be heard. Lurking in a dark 
comer is a sneak thief, ready to 
pounce. 

A mysterious Viking boat looms 
silently up out of the mists on the 
Flathead Ocean. 

A young girl weeps quietly to 
herself, imprisoned in a cave. Fresh 
blood drips from a sacrificial altar 

Things are a-stirring down there 
— will YOU be brave enough to 
enter the Great Underground 
Empire? 

PLAYING ZORK 
To play the game of Zork gives the 
Adventurer a chance to visit and 
enjoy all the historic and beautiful 
places in the Great Underground 
Empire, should he be so bold. For 
the G.U.E. is not for the faint-
hearted. 

Not only Grues, but fierce trolls 
and fire-breathing dragons now 
roam the land. Many an adventurer 
running from pursuit, may meet a 
hungry end lost forever in a maze. 

An additional hazard is the very 
weakness of the rock strata in which 
Zork is situated, being prone to 
severe tremors. Even a small 
explosion could cause a major 
collapse within the cavern, making 
whole areas impassable. 

To explore the depths of Zork, for 
it is a deep game, you will need all • n 
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Commodore 64, available Now 

POSniVElY 
PRIME EVIL... 

S t e e r our hero T R O G G t h e cuddly c a v e m a n , 
th rough 96 reversible levels of dangers — Occasional hails of descending 
daggers, hea t -seek ing bal loons and t h e evil B U N Y I P w i l l cause you dea th ly 
problems; But d o n ' t w o r r y — your t rusty yo-yo and off-screen action(\) w i l l 

w i n you points and keep you going. 

SCRUBBLY guardians, HOOTER, 
POGLET and o thers w i l l g ive y o u a hard 
t i m e , and t h e bet te r y o u are, t h e nastier 
and m o r e unexpec ted t h e surprises in store. 

i K M A ! i H I /Tl t . M i 
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96 LEVELS 

FRAK 64! G r a n d M a s t e r Chal lenge: 
S e n d us your n a m e , address, hi -score and code, and w e w i l l en ter 
y o u in our prize d r a w for t h e t o p score in ' 84 - deta i ls on request 

Mailorder or Dealer Enquiries.... 
S t a t e Sof t L imi ted 

ness & T e c h n o l o g y Cent ra Bessemer Dr ive 



YOU MARVELLED AT BEACH-HEAD... 
NOW ACCESS PRESENT THEIR LATEST MASTERPIECE: 

n a m OVER m o s c o w 
4 4 

/ J t J B i i f ' 
4 A / ( A A n * 

* ' «T. i fc»»f t .T, -
• > i u i t u j ; • i 

^ - l i i f f i f f i i i i f i t f 7 

The most breathtaking 
3-D graphics yet seen on 
the Commodore 64! 
Gripping arcade action 

STATUS: REftDV ! ^ I 
» » _ _ » • * * • » s n n » c : ooo DO I H i ' 

• • i f rm ^ k jr* 
The Soviets 

launch a nuclear 
strike against major 
cit ies In the United 
States and Canada. 
W i t h our o w n 
nuclear arsenal 
dismantled, In 
accordance wi th the 
Salt IV Arms 
Agreement , the 
Soviets believe their treachery wil l lead to 
total world dominat ion. Our only hope is our 
space station equipped wi th stealth 
bombers, wh ich can fly undetected in Soviet 
airspace. 

A s squadron leader, you must lead your 
c o m m a n d o s on a virtual suicide mission, 
knock out the Soviet launch sites, and then 
proceed into the city of Moscow. Armed wi th only the 
weapons you can carry, you must seek and destroy the 
Soviet defence centre to stop the at tack! Top multi-
screen act ion! 

Multiple scrolling 
screens 

/ « r f l 

A v a i l a t i e o n £ f V 9 5 
C A S S E T T E j j 

qjj-95 

U.S. Gold is s tocked by all leading 
computer stores Including: 

B O O T S W H S M I T H J O H N M E N Z I E S 
W I L D I N G S W O O L W O R T H 

L 



The ultimate 
development from 

The New Protocol4 interface for the ZX 
Spectrum brings you game control 
customising in a way that no other 
interface can. It accepts all 
commercially standard 
joysticks and is . J j 
compatible with ALL . 
Spectrum 
software. 
Operates like 
fixed option 
interfaces or 
can be fully 
hardware 
programmed. 
Infinite flexibility is N 

achieved by the unique 
"CustomCard" System. 
CustomCards are easily 
programmed to suit all types of 
games. Protocol4 comes with 3 
pre-programmed cards and allows 
operation with Kempston, AGF/Protek. 
Sinclair joystick 1 and 2 options as 
well as 2 programmable CustomCards and 10 
Quick Reference Programming Cards. 
Simply clip in programmed card for immediate 
customised control. 

Other exciting features 
include: 

• 
• 

Automatic 8 direction control 
Guaranteed conflict- free with other peripherals 

* Reset Button to clear memory between games 
* Fully guaranteed for 18 months 
* No power-down progamming loss 
* Keyboard remains fully operative 
* Complete with full instructions 

Also from the AGFHardware range: 
if Programmable In te r face — Ever popular fully 
hardware programmed joystick interface for ZX81 or 
Spectrum... £24.95 + £ 1.00 p & p. 

New 
P r o t o c o l K-

conver ts 
y o u r K e m p s t o n 
t y p e i n t o a fully 

p r o g r a m m a b l e joyst ick 
i n t e r f a c e for A L L S p e c t r u m 

s o f t w a r e ! O n l y £ 1 7 . 9 5 + £ 1 . 0 0 p + p 
* In ter face II — The best low-cost introduction to 
joystick control for ZX81 or Spectrum... £9.95 + 
£0.50 p& p. 
NEW: • RomSlot — Adds ROM cartridge software 
facility to Spectrum programmable joystick interface 
owners... £9.95 + £0.50 p & p. 
* Quickshot Joyst ick — Excellent value game controller. 
. .£7.95 + £ 0 . 5 0 p & p 
•k Quickshot II — Trigger action firing button and unique 
Auto-Fire... £10.50 + £0.50 p & p 
* Extra "CustomCards" C5 per pack)... £3.95 inc p & p 
* Extra 'Quick Reference Programming Cards" (10 per 
pack] . . . £0 .65 incp&p 

Please send me 

. I enclose cheque for O 
debit my Access/Barclay/Diners Card «»> |l 
Account No Signature. 
Name 
Address 

Specify computer ZX 81 • 
Spectrum • 

Send to: A G F Hardware 
Dept. 
Freepost 
W e s t S u s s e x P 0 2 2 9 B Y 
Te l : 0 2 4 3 8 2 3 3 3 7 



Cronies and Frogs in Mikro-Gen's Progs.... I 

WITCH'S 
C A U L D R O N 

SPECTRUM 48K £6.95 

44 The Broadway. Bracknell, Berks, 0344 427317 
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ts of the trilogy. Although each is 
complete in itself, it is more satis-
fying to play them in sequence. 
However, the games are not spoiled 
by playing all three over the same 
period of time. If you get stuck in 
one, then you can press on with 
another in the meantime! 

Zork 1 takes you into the Great 
Underground Empire, should you 

A G r u e . 

be observant enough to discover its 
entrance. Treasures must be 
collected and stored in a large 
trophy case. However, some points 
are awarded for solving the puzzles 
and obtaining the treasures, as well 
as actually storing them. 

In Zork 1 you will, among other 
things, have to cany out mainte-
nance work at the dam. visit the 
mine, and go into the Temple where 
the Zorks worshipped. Travel the 
Frigid River, cross the Rainbow and 
enter Hades — if you can! 

Zork 2, although once part of the 
game Dungeon, is a game that 
seems to have a different character. 
I found it slightly more interesting — 
but certainly no easier! Here you 
will meet up with the Wizard of 
Frobozz, who appears unexpec-
tedly to cast one of his spells on 
you. You may be lucky, for as 
w i z a r d s g o he is r a t h e r 

incompetent. 
He will quite often walk away with 

am embarrassed look on his face 
and smoke pouring out from the 
sleeves of his cloak, having had no 
effect. 

You will have to do battle with the 
dragon, answer a riddle, and then, 
solve another puzzle . . . Well, I will 
leave you to figure it out for yourself. 

The Lizard guardian poses a 
particularly sticky problem, but 
perhaps the climax and high point 
of the Adventure begins when you 
enter the great bank of Zork itself. 

Zork 3 is entirely different. Here 
you may well be dashed to death on 
the rocks below the mighty Flat-
head cliffs; or meet an untimely end 
at the sword of a mysterious hooded 
figure. 

In Zork 3, you must learn how to 
become the Dungeon Master and 
possibly this one holds the greatest 
fascination of all. Will you discover 
how to steal the crown jewels, or 
find the purpose of the beam of 
read light? How will you use a very 
strange key, whose shape is 
constantly changing? 

All parts of the Zork trilogy accept 

THE BOOKS 
Zork was written by Mark Blank 
and Dave Lebling, who also wrote 
Infocom's Enchanter. Sorcerer, the 
sequel to Enchanter, was written 
by Steve Meretzky, who has also 
written three books based on the 
Zork theme. 

These are entitled Zork 1 — The 
Forces of Kriti, Zork 2 — The 
Malifestro Quest and Zork 3 — The 
Cavern of Doom. They are multiple-
choice chlidrens' stories featuring 
Bill and June who find a glowing 
sword under a bush. "An ancient 
sword of elvish workmanship!" 
says Bill. Before long there Is a 
blinding flash and . . . you've 
guessed it! 

A choice of action is offered 
every two or three pages and the 
reader is d i r e c t e d to the 
appropriate follow-on page. The 
stories don't really follow the 
Adventure games as such, but 
nevertheless, a few clues might be 
picked up, such as how to get into 
the dungeon. 

Possibly a useful introduction to 
Adventuring for young children, 
the books are published by Puffin, 
priced at £1.25. 

complex sentences as input 
commands and allow for other 
expressions such as GET ALL, 
VERBOSE (to always get the 
maximum text), SUPER-BRIEF (the 
opposite), and SCRIPT (to record 
play via the printer). The programs 
are in machine code, but some 
delays are noticeable when the disk 
is being accessed. 

I played Zork 1 on a TRS-80 Model 
3, and all three Zorks on a Commo-
dore 64. 

One annoying feature I found on 
the 64 version was that, occasion-
ally, when I died, the computer 
announced END OF SESSION and 
locked up, requiring a reload (1.5 
minutes from disc!). Otherwise, as 
far as I could tell, both versions 
were identical in play — the 
responses were identical, word for 
word and I assume this goes for all 
versions. 

If you like a meaty adventure, 
then Zork will certainly give you 
more to chew over than practically 
any other Adventure I can think of! 
Zork will amuse, entertain, baffle 
and frustrate you for months and 
months. 

W i z a r d o f F r o b o z z . 



H I t h e r e , g a m e s f a n s ! T h i s is m e , P r o f e s s o r 
V i d e o , a n n o u n c i n g t h e a r r iva l o f a b r a n d n e w 
f e a t u r e in C&VG. M y v e r y o w n h i n t s a n d t i p s 
p a g e ! E a c h m o n t h I ' l l b e p i c k i n g o u t t h e b e s t 
o f y o u r g a m e p l a y i n g t i p s a n d p r i n t i n g t h e m 
o n t h i s p a g e . T h e t o p t i p e a c h m o n t h e a r n s 
t h e s e n d e r a c r i s p £ 5 n o t e ! S o if y o u c a n ' t 
r e s i s t t h e b r i b e , s e n d y o u r t i p s o f f t o d a y t o 
P r o f e s s o r V i d e o ' s G a m e s W o r k s h o p , 
Computer & Video Games, 3 0 - 3 2 F a r r i n g d o n 
L a n e , L o n d o n E C 1 R 3 A U . W e k ick o f f t h i s 
f i rst c o l u m n w i t h t i p s o n A c o r n s o f t ' s m e g a -
g a m e Elite, c u r r e n t l y r i d i n g h i g h in t h e 
c h a r t s . 

ELITE 
These Elite tips come from G. King from the city at 
the centre of the universe, Croydon! Mr King is 
the first C&VG tipster to get the Profs Over. He 
kicks off with a warning about a bug. 
• Where a trade will net more than 6000 credits, 
the program grossly undercalculates. While you 
can carry 199 kg of Platinum, you won't get the 
price on resale. Hope for 80 credits on resale and 
buy only 65 kg. 
• While direct assaults on space stations have 
predictable results, attacking innocent ships in 
the safety area can bring the Vipers out too! Even 
if you manage to wipe out all the Vipers you won't 
be allowed into the space station. You'll break up 
when you hit the doors of the docking bay! You 
should guess this when your docking 
computers malfunction. 
• Some obvious points regarding the display. On 
the short range chart the "circle" represents your 
fuel line. Escape pod pressure is denoted by a 
shift from green and yellow to blue and white. 
• If you haven't already guessed, the alien items 
you "scoop" are Thargons from the alien mother-
ship — floating around after the mothership dies. 
• justice for all! Pirate and police escape pods if 
"scooped" are "slaves" but, unlike alien items, 
count as normal tonnage. 

TACTICS 
1) You are a trader first and foremost so a ship 
with a large cargo bay is the first priority. 
2) Furs, liquor, computers and narcotics are THE 
items to trade. Precious gems and metals are a 
sideline. 
3) Find a good trade area to work — and work it 
for as long as you can stand it! 
4) Mr King is currently working on galactic chart 
four which includes Qutius, Erlien, Zaonbi, 
Attendzia. All except Zaonbi are poor agricultural 
planets. Zaonbi is a rich hi-tech planet. All are 
fairly safe planets except maybe Attend2ia which 
is in a state of anarchy. 
5) To deal only in narcotics is very foolish. Hide it 
under some furs or computers. 20 tons of 
narcotics can be moved about fairly easily. 35 tons 
never arrive! 
6) Crimes are soon forgotten and "offender" 
status is normal. But don't shoot at the police until 
they shoot at you! 

Thanks Mr King! You can add £5 to your credit 
total. 

Elite players are being encouraged to send 
their scores to Acornsoft and each month a 
specially convened Order of Elite committee 

selects the best player to date, judged not only on 
points but also on skill tactics used and dangers 
encountered. The monthly winner gets £100 and a 
silver Order of Elite badge. 

Acomsoft axe also planning a tournament for the 
best players to compete against each other. 
Watch out for details in C&VC's Games News 
pages. 

A V A L O N 
Following up the map of AvaJon which appeared 
in our December issue, F.R.B. Feams wrote in 
with a list of hints to increase your enjoyment of 
the game. 
• You may have found a large key in the Gate-
house Level. Use this to open the locked door 
which leads to the WayToom, Give the key to the 
wizard who appears and he will give you a pile of 
gold coins. 
• Take the coins to the room in the caverns of 
doom where you received the Waystone spell 
and give them to the wizard you find there. He will 
give you more coins which you need to get 
another spell once you reach the Mines of 
Madness. 
• Next to the room with the energising 
mushroom is another room with a bottle in it. This 
bottle can be opened with the axe which can be 
found nearby. But you could be in for a surprise if 
you open the bottle! You can also use the axe to 
open a chest — but not in the way you think. 
• Some doors will not appear until you have 
solved a particular puzzle has been solved. 
• Once Maroc has the missile spell, he can use it 
to destroy goblins and Guardians. Later you may 
discover a device that will destroy all your 
enemies. 

UNDERWURLDE 
One of Professor Video's most avid students, 
known only as Des Claypole from Peterborough, 
has been hard at work beating Ultimate's 
Underwurlde and has passed on a few tips to an 
amazed Prof. 

Des says that there are four weapons — a 
catapult, a bow, a knife and a burning torch. The 
Sabreman can only carry three at once but — 
never fear — help is here! Des says to drop the 
catapult as it has no specific purpose. You'll need 
the other weapons to deal with specific monsters. 

In the Underwurlde, you often have to use a 
rope to descend a long way — but never use a 
rope to go up. Always use a passing bubble. That 
way, if you get knocked off, you can always grab 
at the rope as you fail. All the ropes obey the basic 
laws of physics. A long rope will swing slowly, a 
short one quickly. You can use this to your 
advantage. While hanging from a long rope, set it 
swinging — then in one movement shorten it and 
let go. If you have timed it right, you will be 
hurled most of the way across the next screen. 

The various diamonds lying around not only add 
to your score when picked up but also add to your 
percentage and make you invincible until the 
counter on the screen ticks down to zero. 

The Prof will bring you more from Des in the 
Underwurlde next issue! 

J 
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OWNERS 
Are you envious of the support other machines receive? 

Would you like to learn a lot more about your machine and find out what 
software and support is available in the UK? 

It's easy - subscribe to PAGE 6 - THE Magazine for Atari® Users 

You can double the pleasure you get from your machine and get more support and information about 
your ATARI than you ever thought u>as possible - quite simply. How? By joining thousands of fellow 
users in subscribing to PAGE 6 - THE Magazine for Atari Users. For just £7.00 per annum you will 
receive a highly professional, top-quality magazine six times a year packed with everything you want 
to know about your Atari computer. Without PAGE 6 you have a great computer. With PAGE 6 you 
will begin to understand just how great your Atari really is! 

WHAT ELSE? 
As a subscriber you will have 

* regular special offers 

it access to a disk based library of hundreds of public domain programs 

* a CONTACT column for you to get in touch with other users 

What you have missed so far.... 
PROGRAMS • Secret Code*Vultures 111 •Four In A row •Play YourCards*GTlA Text Window Disk Directory TinyTexfCatendar»Crtcket Moths •Charades 

Generation UtllityCharacter Designer •Master DirectorymLunor [/•Merlin's Magic Square *Grab an Apple •Disk Sort •Target tSquares^Colour 

Selector»Scramble»Dodger*Hypnosis*Slots»Seasons Greetings • Grubs • Bugs •Largeprint • Wild uiesi •Demo 21 •Sonar Search •Hungry Morris •Another 

Brick from the Wall»House of Secrets*Diamonds*Spmner»Screen Color • Grid •Landscape® Flogs • Textdra ui • Minidos • Varsort J • When All Else Fails 

ARTICLES • Aduenture America* More Graphics Modes •Atari Attracts •Joysticks •GT1A TutoriahGetting Started •Character Redlflnttlon •Keyboard 

Techniques •Memory Mapped ScreensmBasic Timing* Across The Pond •Vertical Player Movement •Memories»TeleCommunlcate*T\me For Music •Bits & 

Pleces^Automatlc Drioe^Tum of the Year •Going for a Drive»Your Own Bulle tin Board •Player Missile Graphics •Rename Your Variables •Graphics 8 

TexfRetum Key Mode •Using XIOFlLL»The Hardware Facts*Make Your 410 Work • Fine Scrolling •Understanding Stnngs»Player Missile Graphics 2 »Scott 

Adams InterviewAtari Adoentures^You Really Should •Colourflow Player Missile Graphics 3*What is USR?»Reset Routines 

REVIEWS - De-luxe lnuaders»Clowns & BalloonstBaja Buggies»Chop!lfter»Froggert Astro Chase »Strato3» Preppies Sea Drogon*Shamus*Floyd of the 

JunglemChopper Rescue* Raidus • Hellcat Ace»Legionnalre»Zaxxon*Qix*Stone of Slsyphus*Tr1ad»The Search •Shaft Raider*Up,Up & AwayMiner 

2049er*ACE»Doodlebug*Magic WindowVenus Voyager*Cytron Masters •Kruzy Kopter »F ire fleet •Diamonds *Donkey Kong*Phoraohs 

CuwGridrunner»Caverns»Sauage Pond •Steeplejack •Shoot Em Up •Nigh ( Mission •Hazard Run»Warlok»The Golden Baton •Jumpman • Tarot 

Card»Airstrike 2 •Hyperblast*Jet Boot Jack^Captain Sticky's G>old»Bombastic»Batty Builders»Caverunner»ShatabkisfGiant Slolom^Space 

Trap*Crazitack*Geograqult-UK*Geograqulz-USA»Leggiif747 Flight Simuhtor»Atariwriter»Home Filing Manager^Family Finance•Ch/psoft Printer 

Drli>er»Monkeymath*Story Machine*Ra//y Speedway •Frogger*Encounter*Colossal Adventure »Sands of Egypt •The Sorceror of Claymorgue Castle •The 

Hulk •Empire Of The Overmind*Mask of the Sun»Dambusters»Count Dracula •Blackjack •Picture Puzzle* Attack Of The Mutant Camels •Gwendolyn* Blue 

Thunder* Dan Strikes Back •Geometry* Music Construction SefDuelhn Droid 

For information on availability of back issues 
...pfus a regulor ADVENTURE column, dozens of hints and tips, demos club news and more. , . . . , _ _ 

t e l e p h o n e 0 7 8 5 4 1 1 5 3 

Don't delay - start getting more from your ATARI NOW by sending your cheque/P.O. for 
£7.00 made payable to PAGE 6 to 

PAGE 6, P.O.BOX 54, STAFFORD, ST16 1DR 

Overseas rates are £10.50 for Air Mail to Europe or Surface Mail outside Europe and £16.00 for Air Mail 

elsewhere in the world 

If you have any doubts about the value of PAGE 6 just send £1.00 for a sample copy. 
You'll wish you had subscribed! 
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The art i fact is just too tempt ing . 
Sure, no one has ever returned 
with it but they didn' t have your 
brains and courage. 
This treasure is wor th any risk. 
An art i fact conta in ing the total 
history and knowledge of a lost, 
forgotten civi l izat ion! Just th ink 
what that could do for your career, 
for the university museum, and for 
your bank balance! 
Of course, there is the small mat ter 
of f inding it. The perils en route are 
sure to be the most fiendishly 
clever traps and puzzles you've 
ever faced. You'll need all your skil l 
and dar ing jus t to survive. 
Then there's the ancient curse . . . 
but what the heck; if it were easy, 
it wouldn't interest you, 
Dr. J o n e s - w o u l d i t? 
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EXECUTIVE OTOCER 
Chrtcl. Inagmrtin 
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SCIENCE OFFICER 
Swtlh*. UnltnMt, BrtM-

OcuAnOyMoglc*! 
CAPTAIN 

SaAd. DnandaM. Congoou* -
EicdMLMdv 

ENGINEERING OfFICER PLIYKIL>f Strong. LOR LQ. 
Potmlut, EtMtou) 

3ftD OFFICER 
WlIM AfflMout. 

ENGINEERING OFFICER 
Cynfcti.floMteut. 
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THE CREW 
Personnel 
files f o l l o w -
yours to 
command — ; 
well almost... 

miWD <iiQ/l\S 
S P E C T R U M 48K C B M 6 4 

Featuring 
the unique 
Personality Control System 

i t 
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Herbie Bri 
just destroyed the myth 
that all floppy discs are 

created equal. 
They seem equal. Unti l you look at 

the seams. 

That's where equality ends. 

Most companies seal their discs with a 

spot here, a spot there. Leaving most o f 

each scam not sealed at all. 

Sooner or later, the seams might do what 
comes naturally: they bulge. Warp. Pucker. 
Open up. 

Pens, pencils, fingernails—even a four-
year-old s, like Herbie—can catch and snag 
in those wide open spaces. 

That's sloppy. And dangerous. Because 
if you put a sloppy f loppy into your disc 
drive, it can jam your drive. Ruin your drive 
head. Lose your data. 

So much for their seams. Ours are 
different. 

THE SLOPPY FLOPPY: 
Sealed w i t h a spot here, ^ ^ ^ 
a spot rherc. Leav ing 
unsealed seams ^ ^ ^ 
everywhere . j 

Memorex uses a process we developed, 
called Solid-Seam Bonding. 

Solid-Seam Bonding seals shut every inch 
o f every seam o f every Memorcx*floppy disc. 
Tight as a drum. That makes the Memorex 

f loppy stiffen Stronger. And your data safer. 

To resist bulging, warping, puckering, 

or opening up. 

MEMOREX SOLID-SEAM BONDING: 
Every inch o f eveiy * 
is sealed shut. T i g h t 
as a d rum. 

seam 

To resist all the things that can jam 
your drive, ruin your drive head, or lose 
your data. 

Which proves that a Memorex floppy 
disc isn't equal to all the others. It's better. 

Solid-Seam Bonding is just one example 
o f the extra care that goes into every 
Memorex floppy disc. Be it 8 " 5 lA" or the 
new 3V2." Extra care that lets us guarantee 
every Memorex disc to be 100% error-free. 

The next time you're buving a floppy 
disc—or a few hundred of* them—just 
remember this: 

It's always better to be safe than sloppy. 
For more information on the full line of 

Memorex quality computer media 
products, including computer 
tape, call Memorex U.K. Ltd. 
96-104Church Street, 
Staines, Middlesex. 
Tel: 078451488 

Memorex is a registered trademark 
ot Memorex Corporation 
1984 Memorex Corporation 

A Burroughs Company 

Your Data. W h e n it mat ters , m a k e it M e m o r e x " 

MEMOREX 



N0H13313 

w n u i O B d s 

JLHVH3 Nl 
SX 3 3 » 





WHODUNNIT? 
A b o a r d t h e a i r s h i p Z i n d e r n e u f . 
b o u n d for N e w Y o r k , o n e o f t h e 16 
p a s s e n g e r s is m u r d e r e d . A w e b o f 
m y s t e r y a n d i n t r i g u e m u s t b e 
u n r a v e l l e d a n d , as y o u a r e a f a m o u s 
d e t e c t i v e , y o u m u s t l i v e u p to y o u r 
r e p u t a t i o n a n d d o this b e f o r e t h e sh ip 
d o c k s at its des t ina t ion . I n fact, y o u 
h a v e 12 g a m e hours , o r 36 m i n u t e s 
r e a l time, to c o m e u p w i t h a n 
a c c u s a t i o n . 

Murder on the Zindemeufis a w h o -
d u n n i t in t h e c lass ic s ty le , set i n 1936. 
W h i l s t not s t r ic t ly in t h e A d v e n t u r e 
format , it is c e r t a i n l y a m i n d g a m e , 
a n d has f e a t u r e s i n c o m m o n w i t h 
Sherlock. 

Sherlock is o n e c h a r a c t e r y o u c a n ' t 
b e , a l t h o u g h t h e r e a r e e i g h t 
d e t e c t i v e s to c h o o s e f rom. E a c h has 
his or h e r o w n i n i m i t a b l e w a y o f 
i n t e r r o g a t i n g a s u s p e c t a n d t h e 
a p p r o a c h t a k e n w i l l d e t e r m i n e t h e 
o u t c o m e of y o u r q u e s t i o n i n g . T h e 
d e t e c t i v e s a r e fictitious c h a r a c t e r s , 
so h o w w i l l y o u d e c i d e w h o to 
c h o o s e ? M i s s A g a t h a M a r b l e s m a y 
b e s t e m , s y m p a t h e t i c , h e l p l e s s o r 
po l i te , w h i l s t A c h i l l e M e r l o t , t h e 
S W I S S d e t e c t i v e , has a d i f f e r e n t 
a t t r ibu te list. O h , so y o u d o k n o w 
a b o u t t h e m a f t e r all? 

T h e g a m e p r o p e r c o m m e n c e s b y 
a n n o u n c i n g w h i c h o f t h e p a s s e n g e r s 
has d i s a p p e a r e d : "Sa l ly R o s e has 
v a n i s h e d . T h e h o n o u r o f t h e S u r e t e is 
in y o u r h a n d s ! " for e x a m p l e . N o 
p r i z e s for g u e s s i n g I h a d c h o s e n to 
b e t h e c l u m s y KlutzeauJ 

N e x t a p l a n o f t h e a i rsh ip is 
d i s p l a y e d . T h i s is a l o n g v e r t i c a l p l a n , 
o n l y a s e c t i o n o f w h i c h fits o n the 
s c r e e n , a n d so m o v e m e n t o f the 
figure o f y o u r c h o s e n d e t e c t i v e is 

I a c h i e v e d b y j o y s t i c k c o n t r o l . A s y o u 
a p p r o a c h a b o u n d a r y , so t h e p l a n 
scro l ls u p o r d o w n a c c o r d i n g l y . 

E a c h p a s s e n g e r has a s e p a r a t e 
c a b i n a n d t h e s e m a y b e e n t e r e d a n d 
s e a r c h e d for c l u e s . T h e p a s s e n g e r s , 
of c o u r s e , a r e not r e s t r i c t e d to the i r 

| c a b i n s a n d m o v e a r o u n d t h e sh ip 's 
c o r r i d o r s , v is i t ing t h e l o u n g e a n d 
d i n i n g r o o m , a n d p o s s i b l y e v e n e a c h 

1 o the r ' s c a b i n s . 
T h e p a s s e n g e r list is v e r y c o l o u r f u l . 

F o r e x a m p l e t h e r e ' s F e l i c i t y S u c r o s e , 
a s w e e t y o u n g t h i n g o f 18 a n d 
d a u g h t e r o f M a r g a r e t V a n d e r g i l t , 
a lso o n b o a r d . F e l i c i t y , a l w a y s 
s u r r o u n d e d b y suitors, w a s e d u c a t e d 
at b o a r d i n g s c h o o l at B r i g h t o n — 

R o e d e a n , n o d o u b t ! H e r m o t h e r , 
m e a n w h i l e , is d i v o r c e d a n d t w i c e 
w i d o w e d a n d a p a t r o n o f a n o t h e r 
p a s s e n g e r , V i n c e n t V a n W e n t e , a 

s o m e w h a t e f f i m i n a t e artist. So t h e list 
c o n t i n u e s , u n f o l d i n g a c o m p l e x w e b 
o f r e l a t i o n s h i p s l i n k i n g t h e m a l l — 
fe r t i l e g r o u n d for m o t i v e s i n d e e d ! 

T h e c h o i c e o f w h e t h e r to i g n o r e or 
a c c u s e a s u s p e c t , o r to q u e s t i o n t h e m 
a b o u t w h a t s u b j e c t a n d i n w h a t 
m a n n e r is m a d e f r o m a " p i c k l is t" 
w h i c h is h i g h l i g h t e d a n d the j o y s t i c k 
m o v e s the h i g h l i g h t . S e l e c t i o n f r o m 
t h e list is m a d e b y p r e s s i n g t h e 

b u t t o n a n d this I f o u n d to b e a v e r y 
e f f e c t i v e w a y o f o p e r a t i n g t h e g a m e . 

Zinderneuf is d i f f e r e n t e v e r y time it 
is p l a y e d . It has a C l u e d o - t y p e 
a p p r o a c h — the v i c t i m , the m u r d e r s 
a n d , o f c o u r s e , t h e m o t i v e , v a r y f r o m 
g a m e to g a m e . A s the g a m e is o n d i s c 
o n l y , t h e s u s p e c t ' s r e p l i e s a n d 
v a r i o u s c l u e s a r e w e l l v a r i e d , s i n c e 
e a c h r e p l a y r e l o a d s d a t a f r o m the 
d i s k e t t e b e f o r e p l a y c a n r e c o m -
m e n c e . D u r i n g p lay , h o w e v e r , a l l is 
in m e m o r y a n d so t h e r e a r e n o d isc 
r e a d i n g d e l a y s . 

C o m i n g f r o m t h e S t a t e s , t h e 
p a c k a g i n g , n e e d l e s s t o s a y , is 
s u p e r b . I t i n c l u d e s a c o m p r e h e n s i v e 
b o o k l e t , g i v i n g a c o m p l e t e r u n d o w n 
o n t h e c u r r i c u l u m v i t a e o f t h e 
d e t e c t i v e s , p l u s t h e c h a r a c t e r i s t i c s of 
a n d r e l a t i o n s h i p s b e t w e e n t h e 
p a s s e n g e r s . T h e g a m e is e a s i e r a n d 
m u c h m o r e fun w h e n y o u a r e fami l iar 
w i t h t h e m . T h e b o o k l e t a lso g i v e s 
d e t a i l e d ins t ruc t ions a n d tips o n h o w 
to q u e s t i o n s u s p e c t s , h o w to s e a r c h 
for c l u e s a n d , i n p a r t i c u l a r , h o w to 
d i s c o v e r o n e k e y c l u e c a l l e d the 
" m o t i v e c l u e " . 

Murder on the Zinderneuf is for the 
C o m m o d o r e 64 f r o m E l e c t r o n i c Arts . 

A PRICE FOR THE SPECTRUM! 
A d v e n t u r e r s o f t e n g a t h e r t o g e t h e r to E n g l i s h , as in a n o r m a l A d v e n t u r e 
pit the i r w i t s aga inst a c o m m o n but t h e r e a r e s o m e v e r y unusual 
e n e m y — t h e p r o g r a m m e r ! H o w e v e r , c o m m a n d s . Y o u m a y ca l l u p o n the 
in The Prince, y o u w i l l find a g a m e i n s e r v i c e s o f y o u r S p y a n d H e n c h to d o 
w h i c h s u c h a g r o u p a r e m u t u a l y o u r d i r t y w o r k . T h u s , y o u c a n steal 
e n e m i e s . o b j e c t s c a r r i e d b y y o u r o p p o n e n t s 

T h i s is a f o u r - p l a y e r g a m e w i t h a a n d d o a l l sorts of o t h e r nasty things 
v e r y o r i g i n a l a p p r o a c h . T h e to h i n d e r y o u r o p p o n e n t s . I n a d d i t i o n 
o b j e c t i v e o f e a c h p l a y e r is to g e t h o l d to a l l this, y o u m a y c o n f e r w i t h a n y or 
o f four t o k e n s , t h e n g a i n a n a u d i e n c e a l l of y o u r f e l l o w p l a y e r s to d e c i d e a 
w i t h the P r i n c e to c l a i m t h e t i t le o f s t ra tegy . Y o u c a n s w a p o b j e c t s or 
L o r e M a s t e r . I n o r d e r to d o this, h e p e r h a p s g a n g u p to p lot the d o w n f a l l 
m a y c a l l u p o n t h e h e l p o f a p e r s o n a l o f a n o t h e r ! 
H e n c h a n d Spy . A H e n c h , in c a s e y o u E a c h p l a y e r is g i v e n his o w n pass 
d i d n ' t k n o w , is a t h i e v i n g m u g g e r ! c o d e , so n o p l a y e r is a l l o w e d to 

T h e a d v e n t u r e w i n d o w t a k e s t h e w a t c h t h e o t h e r s d u r i n g the i r t u m at 
f o r m of a s h e e t o f p a r c h m e n t , u p o n the k e y b o a r d . 
w h i c h w o r d s a r e d i s p l a y e d u s i n g a I h a v e o n l y t w o p o i n t s to crit icise, 
m e d i e v a l c h a r a c t e r set. T h e g a m e First , y o u must h a v e four p l a y e r s for 
o p e n s o f f e r i n g e a c h p l a y e r in tu rn , a t h e r e is n o o p t i o n for less. Second, 
c h o i c e o f t h r e e d i f f e r e n t c h a r a c t e r s t h e ins t ruc t ions a n d ru les , w h i c h are 
in e a c h t r a d e . T h e s e a r e d i s p l a y e d n e c e s s a r i l y q u i t e c o m p l e x , a re 
g r a p h i c a l l y a n d t h e i r a b i l i t y is pr inted o n a n e l o n g a t e d e x t e n s i o n of 
d e s c r i b e d in s o m e de ta i l . R i a h t nasty the in lay . T h e s e r e a l l y w a r r a n t a small 
l o o k i n g c h a r a c t e r s s o m e a r e , too! b o o k l e t i n w h i c h t h e y c o u l d b e laid 

N e x t , e a c h p l a y e r m a y s p e n d out i n a m o r e eas i ly r e f e r e n c e d form, 
m o n e y o n a s e l e c t i o n o f o b j e c t s , t h e n The Prince is for 4 8 k S p e c t r u m from 
p l a y c o m m e n c e s . I n p u t is i n p l a i n C a s e s C o m p u t e r S imula t ions Ltd. 
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ANOTHER 

O n e c o u l d b e f o r g i v e n for w o n d e r i n g 
w h y Aztec Tomb is so c a l l e d , 
c e r t a i n l y in t h e e a r l y s tages of t h e 
g a m e , for it c o m m e n c e s in the d i n i n g 
r o o m of a v e r y o r d i n a r y h o u s e in a n 
A m a z o n r a i n forest . T h e r e ' s n o t h i n g 
l i k e d o i n g a l i t t le r e s e a r c h b e f o r e 
se t t ing o u t to w r i t e a n A d v e n t u r e 
g a m e , so a T -sh i r t for the first p e r s o n 
to w r i t e i n a n d te l l m e w h a t d o e s n ' t 
ring t rue ! 

B a c k t o t h e g a m e ! Y o u set of f f r o m 
t h e d i n i n g r o o m a n d a l a d d e r o f fe rs a 
r o u t e u p t o a loft , w h e r e i n l ies a 
w o o d e n c h e s t — l o c k e d of c o u r s e ! 

N a t u r a l l y , y o u r inst incts t e l l y o u that 
t h e r e has t o b e s o m e t h i n g fa i r ly 
essent ia l i n s i d e a n d so y o u set a b o u t 
f i n d i n g a k e y . T h i s i n v o l v e s a 
t h o r o u g h s e a r c h of t h e h o u s e a n d 
e i t h e r a l i t t le l u c k , o r t h e a d v e n t u r e r ' s 
t e n d e n c y t o e x t r e m e cur ios i ty . 

A l t h o u g h t h e p r o b l e m s at this s t a g e 
a r e fa ir ly s i m p l e , t h e y a r e n i c e l y 
p l a c e d so that t h e p l a y e r is l e d b a c k 
a n d for th i n s e a r c h o f o b j e c t s st i l l 
h i d d e n , b e c a u s e t h e y w e r e n ' t 
n e e d e d at t h e first pass t h r o u g h . 

Aztec Tomb has instant g r a p h i c s 
that a r e p a s s a b l e b u t not s p e c i a l , 
a l t h o u g h t h e y d o d i s p l a y instant ly . 
T h e y a lso r e a c t to t h e g a m e , so that if 
a d r a w e r is o p e n e d , it w i l l b e s h o w n 
as o p e n . T h i s s a v e s t h e p o o r 
a d v e n t u r e r g e t t i n g b r u i s e d , as h e c a n 
d e c i d e at a g l a n c e w h e t h e r o r n o t to 
n e g o t i a t e a d o o r w i t h o u t first o p e n i n g 
it! 

C o m m a n d s a r e o f the t w o - w o r d 
var ie ty a n d m o s t o f the n e c e s s a r y 
w o r d s a r e i n c l u d e d i n the p r o g r a m ' s 
v o c a b u l a r y . T h e m e t h o d o f 
d i s p l a y i n g t h e tex t r e s p o n s e is q u i t e 
unusua l . W i t h o u t s c r o l l i n g , y o u r last 
c o m m a n d is k e p t o n t h e s c r e e n unt i l 
y o u start to e n t e r y o u r n e x t o n e . T h i s 
is a p o i n t a l l t o o o f t e n o v e r l o o k e d , b u t 
a n i m p o r t a n t o n e . D u r i n g the p l a y e r ' s 
p a u s e for t h i n k i n g , it is a l l too e a s y for 
h i m to f o r g e t h is p r e v i o u s c o m m a n d , 
e s p e c i a l l y if it w a s a m o v e — q u i t e 
o f t e n h e w i l l w a n t to r e t u r n w h e n c e 
he c a m e . 

T h e r e is a s o m e t i m e s - q u i t e - h e l p f u l 
H E L P f e a t u r e a n d a u s e f u l E X A M I N E . 
W h e n u s e d i n t h e right c i r c u m -
stances, E X A M I N E n i c e l y r e v e a l s 
fur ther h i d d e n c l u e s a n d o b j e c t s that 
a m e r e s u p e r f i c i a l g l a n c e w i l l not 
d isc lose . I n fact , w i t h o u t e x a m i n i n g 

AZTECS EVERYWHERE! 
" G a m e s w i t h a l i t t le b i t m o r e , " r e a d s 
t h e s l o g a n a b o v e the t i t le Aztec — 
Hunt for the Sun God. T h i s is a g a m e 
w h o s e t e x t i n p u t is b y s i n g l e 
k e y s t r o k e , d e c o d e d b y u s i n g a 
s i n g l e str ip o v e r l a y a b o v e t h e t o p 
r o w of k e y s o n the S p e c t r u m . T h e 
c o m m a n d s c o v e r e d a r e T U R N ( lef t 
a n d right), M O V E ( f o r w a r d ) , B R I N G 
A L O N G , L E A V E B E H I N D , 
E A T / D R I N K , e tc . 

M o v e m e n t is o n a 10 b y 10 g r i d 
f r o m w h i c h y o u c a n s e e a w i d e n i n g 
p e r s p e c t i v e v i e w i n a f o r w a r d 
d i r e c t i o n . T o t h e right o f the v i e w is a 
p i c t o r i a l list of o b j e c t s c a r r i e d , a n 
u p d a t e d c o m p a s s s h o w i n g n o r t h a n d 
a s u n w h i c h s l o w l y sinks, t i m i n g y o u 
out . B e l o w is a t e x t w i n d o w w h i c h r e -
i te ra tes y o u r a b b r e v i a t e d c o m m a n d s 
in ful l a n d g i v e s y o u the r e l e v a n t 
r e p l i e s . 

Y o u r o b j e c t i v e , as a y o u n g A z t e c 
c o p p e r s m i t h , is to find t h e sun w h i c h 
hasn' t risen this d a y o v e r y o u r v i l l a g e . 

T h e A z t e c s , s i n c e t h e y ' r e in to 
s o r c e r y , m i g h t b e e x p e c t e d to h a v e 
u s e of spe l l s a n d i n d e e d t h e r e a r e 
va r ious o f t h e s e at y o u r d isposa l . T o 
use t h e m , y o u must r e f e r to a s p e c i a l 
char t s u p p l i e d o n a p o s t e r c o n t a i n e d 
i n the p a c k . 

T h e g a m e is p r i m a r i l y i n t e n d e d as 
a n i n t r o d u c t i o n into a d v e n t u r e for 
c h i l d r e n . 

I f o u n d that a g r e a t d e a l o f c o n c e n -
t ra t ion w a s n e e d e d to k e e p t r a c k of 
m y w h e r e a b o u t s o n the g r i d . Y o u a r e 

a d v i s e d to d r a w out y o u r o w n b l a n k 
g r i d a n d p lo t y o u r w a y a r o u n d . I 
c e r t a i n l y w o u l d n ' t h a v e m a n a g e d 
w i t h o u t t a k i n g this a d v i c e , so it is, 
p e r h a p s , a p i t y that a p a d o f p r i n t e d 
g r i d s is not s u p p l i e d . 

O n c e o n the m o v e , I f o u n d it 
d i f f icu l t to r e l a t e t h e p i l l a r w h i c h 
l imi ts m o v e m e n t to the s c e n a r i o 
d e s c r i b e d in t h e ins t ruc t ion b o o k l e t 
— it just d i d n ' t h a v e t h e f e e l o f the 
v i l l a g e a n d m o u n t a i n s d e s c r i b e d . 
A l t h o u g h the m o d e of m o v e m e n t a n d 
d i s p l a y o f g r a p h i c s is s imi la r to that in 
Lords of Midnight, t h e r e is n o w h e r e 
n e a r the f e e l i n g o f w i d e o p e n s p a c e s 
i m p a r t e d b y Midnight. W h e r e a s 
Midnight g i v e s t h e f e e l i n g o f 
i n f i n i t e l y v a r i a b l e c o n t r o l , Aztec 
m o v e m e n t is i n d i s c r e t e " c h u n k s . " I n 
fact , it p lays m o r e l i k e a p e r s p e c t i v e 
m a z e A d v e n t u r e , s u c h as Asylum, b u t 
n o w h e r e n e a r as d e v i o u s . 

N e v e r t h e l e s s , it is a w e l l - p r o d u c e d 
g a m e that s h o u l d g i v e c o n s i d e r a b l e 
e n j o y m e n t to c h i l d r e n , for w h o m it is 
p r i m a r i l y i n t e n d e d . T h e a i m is to 
t e a c h spat ia l a w a r e n e s s a n d l o g i c a l 
r e a s o n i n g . I w o n d e r if t h e y n e e d this 
e d u c a t i v e a p p r o a c h ? S e e m s to m e 
that m a n y k i d s a r e q u i t e c a p a b l e o f 
finding the i r w a y a r o u n d a n d s o l v i n g 
t h e m o s t c o m p l e x A d v e n t u r e s 
w i t h o u t a n y w e a n i n g ! 

Aztec—Hunt for the Sun Cod is for 
the 4 8 k S p e c t r u m , p r i c e d £7 .95 a n d 
C o m m o d o r e 64 p r i c e d £9.95 , f r o m 
H i l l M a c G i b b o n . 

th ings c a r e f u l l y , y o u w i l l not g e t v e r y 
far. 

A l l i n al l , d e s p i t e t h e d i s c r e p a n c y . I 
l i k e d the w a y t h e g a m e p l a y e d . 

By cont rast , Aztec Tomb Revisited 
(Part 2), is a c o m p l e t e l y d i f f e r e n t 
a n i m a l . I t t u r b o - l o a d s a n d f i rst 
a n n o u n c e s i ts a r r i v a l i n t o y o u r 
C o m m o d o r e b y t e l l i n g y o u w h o is 
r e s p o n s i b l e for t h e " g a m e s d e s i g n 
a n d c o d e i n g " . O h d e a r ! N o T-sh i r t for 
that o n e ! 

T h e g a m e f e a t u r e s a f o r m a t t e d 
s c r e e n c o n t a i n i n g n e a t b o x e s for 
c o m m a n d , exi ts , g a m e r e s p o n s e a n d 
l o c a t i o n , i n v e n t o r y a n d v i s i b l e 
o b j e c t s . T h e r e is a lso a b o x t e l l i n g 
y o u h o w m u c h c a s h y o u c a r r y , ( h o w 
d o y o u s p e n d c a s h i n a t o m b ? ) a n d , 
b e l i e v e it o r n o t — a m o n g s t a l l this, a 
g r a p h i c s w i n d o w ! I m e a s u r e d t h e 
g r a p h i c s b o x a n d , o n a 14 i n c h T V 

s c r e e n , it w a s a l l o f 4 .5 x 8 c m ! F r o m 
that y o u w i l l i n f e r that a n y " p i c t u r e " 
s h o w n is just a r e p r e s e n t a t i o n a l b l u r . 

I n Part 2, t h e v o c a b u l a r y is s p a r s e 
(no G E T . o n l y T A K E , for e x a m p l e ) 
a n d t h e last c o m m a n d is w i p e d c l e a n 
as q u i c k l y as the p r o c e s s o r c a n d o it. 
T h e loca t ions s e e m to h a v e no 
c o h e r e n t c o n t i n u i t y a n d — w o r s t o f al l 
— I i n n o c e n t l y t o o k o n e of the 
d i r e c t i o n s l i s t e d a n d w a s r e w a r d e d 
b y t h e i m m o r t a l w o r d s YOU HAVE 
WALKED INTO THE TRAP. W e l l , I 
s h o u l d h a v e b e e n m o r e care fu l , 
s h o u l d n ' t I? 

Part 2is not for m e . I d o u b t if it is for 
y o u ! 

Aztec Tomb Parts 1 and 2are for t h e 
C o m m o d o r e 6 4 f r o m A U i g a t a 
S o f t w a r e , p r i c e d £7 .95 e a c h o n 
casset te . £11 .95 e a c h o n d i s c 
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You'd better get the hang of this. 
One day you might be up here for real. 

Space Shuttle. 
The flight simulation program that 

leaves others earthbound. 
Developed with NASA's assistance 

to turn your computer into 
Columbia's Flight Deck. 

£9.99 Commodore 64, £7.99 Sinclair Spectrum. 
Available soon for all popular systems. 

SPACE SHUTTLE FROM 
-AcliVisioN 

Your computer was made for us. 
AVAIL ABIE FROM SELECTED BRANCHES Of BOOTS, WH SMITH, JOHN MFN/fES, L ASKY'S, SPECTRUM, RUMBEIOWS.WOOLWORTH 

AND GOOD COMPUTFR SOFTWARE STORES EVERYWHERE 



I 1 

wm^r 

Available SPECTRUM 48K £6.95 COMMODORE 64 £7.95 
NOW for AMSTRAD CPC 464 £7.95 

SOFTWARE STAR is the N E W 
game from Kevin Toms, who 
designed the Software Classic -
FOOTBALL MANAGER. 
SOFTWARE STAR allows you to 
try your hand at running a 
successful software company. You 
have to cope with staff problems, 

ST* 

game launches, advertising, 
financial problems and more while 
trying to produce chart 
topping successful games. 
One other thing, SOFTWARE 
STAR has that gripping 
Addictive quality that all 
Kevin's games have! 

NOW AVAILABLE FOR YOUR COMPUTER! 

M A J T A G E B 
by KEVIN TOMS 

" A b s o r b i n g a n d real ist ic - H ighly r e c o m m e n d e d " - Sunday Times, February 1984 
" C o m p l e t e l y fantast ic - I w a n t o n e ! " - Charlie Nicholas, Arsenal sriker in Big K, April 1984 

Some outstanding features of the 
• Transfer market • Promotion and re 

• 7 
• Four Divisions • Pick your own team lof each match 

• As many seasons as you like • Manaoena) retina 
skill levels • Savu gome facility • F:nar>aal manipulations 

• You can even be sacked! 

NEED W E SAY M O R E 

FOOTBALL MANAGER 
is available for the following 
computers:-
AMSTRAD CPC 464 . £7 95 
COMMODORE 64 . £7.95 
SPECTRUM 48 K £6.95 
ELECTRON . £7.95 
BBC MODELS . £7.95 
ORIC 48K & ATMOS . £7.95 
DRAGON ..£5.95 
ZX81 16K £5.95 
VIC 20+16K . £5.95 
(soon for MSX) 

Available from ^ ^ WH SMITH $ and", (selected titles) 

In case of difficulty buy by mall order. 
Send Cheques/RO.s t o : -

ADD1CTIVE G A M E S 
7a Richmond Hill. Bournemouth, Dorset B H 2 6HE. 



H a v i n g p r o b l e m s w i t h your 
m i c r o ? A r e y o u st i l l t r y i n g to 
d e b u g t h a t g a m e w h i c h you 've 
b e e n t r y i n g f o r a g e s to w r i t e ? 
W e l l , h e l p is n o w a t h a n d . B u g 
H u n t e r w i l l b e t a k i n g s o m e t i m e 
of f every m o n t h to a n s w e r t h e 
q u e s t i o n s for C&VG's very o w n 
p r o b l e m p a g e . 

S o d o n ' t s u f f e r a l o n e — d r o p 
h i m a l ine . 

D e a r BH, 
S ince the r e l e a s e of W h i t e L ightn ing, 
w e have b e e n e n d e a v o u r i n g to 
p r o v i d e our cus tomers w i t h the best 
poss ib le suppor t . Y o u m a y b e 
in te res ted to l ea rn that the re a r e n o w 
t w o off ic ial user g r o u p s in the U K 
w h i c h offer h e l p , a d v i c e a n d 
newsle t te rs to all W h i t e L ightn ing 
users. T h e addresses are: 
M r T K e l l y 
T h e M o d e l Shop (Belfast) L td 
10-16 Q u e e n Street 
Belfast 

M r M R ichards V 
South W e s t W L U s e r G r o u p 
8 V ic to r ia R o a d 
R o c h e ^ ^ ^ ^ ^ 
C o r n w a l l 

Oasis Sof tware also h a v e a micro-
d r i v e vers ion of the p r o g r a m . Send a 
c h e q u e for £5 to us w i t h your o l d 
t a p e a n d w e ' l l s e n d you the 
m i c r o d r i v e version. 
Will Gamer 
Marketing Director 
Oasis Software 
Thanks, Wilf. And don't forget that 
there's a fall survey of 
programming systems like WJiife 
Lightning in our new 1985 C&VG 
Yearbook. 

D e a r BH. 
I o w n a C o m m o d o r e 64. I f I 
e x p e r i m e n t w i t h the p e e k a n d p o k e 
c o m m a n d s , w i l l it h a r m the 
c o m p u t e r in any w a y ? 
M Schroff 
Boston Grove 
Slough 
No, Mr Schroff. You can't harm 
your micro by playing around with 
Basic commands. 

The only exception which I know 
of was in the very early issue one 
PETs, where poking to a certain 
location might actually have made 
the machine catch fire! Under-

standably, there aren't many of 
these machines still around. 

D e a r B H , 
P lease c o u l d y o u tel l m e if the re is 
an auto-run p o k e for the Spect rum? 
Bradley 
Sea Cliff Road 
Scarborough 
North Yorkshire 
It's easier than you think! When 
you save a Basic program, you can 
instruct the computer that the 
program should auto-nxn when 
loaded. 

To do this, use SAVE "program" 
LINE 10 to save your program. It 
will now auto-run from line 10 
whenever you load it. You can 
change the 10 to any number you 
like, so that the program starts at 
the right place. 

If you want to load a program 
saved this way but don't want it to 
auto run, clear the machine and 
then use MERGE instead of LOAD. 

^ ^ Ti n k. m 
* f r 

D e a r BH . ' J T V 
I don 't k n o w what to do . M y 
c o m p u t e r has w a l k e d out o n m e . It 
says that it doesn ' t l o v e m e any m o r e 
but I don ' t b e l i e v e it. I r e c k o n that 
it 's found s o m e o n e else. P l e a s e h e l p 
m e , b e f o r e I st ick m y finger i n the 
l ight socket . D o you th ink that I 
s h o u l d . ! . ? js^'L i f v 
Oops . . . how did this get in here? 

D e a r B H , V \ t a 
I have h a d a C o m m o d o r e 64 for 
about six months a n d I h a v e lots of 
games . I a m th ink ing of b u y i n g a 
d isc d r i v e . Is it p o s s i b l e to c o p y 
cassette g a m e s onto a f loppy disc? 
FHill 
Deeside 
Clwyd 
N Wales 
Ail you have to do is to break into 
the program after loading it from 
tape and then SAVE it to disc. But 
obviously, software houses will 
protect their games to stop you 
doing this, otherwise you will be 
denying them a sale. 

Some companies may offer to 
copy your game on to disc if you 
send them the original tape. 
Alternatively, there are some 
special programs around which will 
copy just about any professional 
cassette game onto disc, though 

legality of these programs is 
doubtful. 

D e a r BH, 
C o u l d y o u p l e a s e find out if a 
M i c r o n e t 800 l ink w i l l b e ava i l ab le in 
the future for the Atar i h o m e 
c o m p u t e r ? 
Graeme Hewson 
Worsley Close 
Wallsend 
I've spoken to Micronet and they 
say that there are no plans at 
present to build an Atari database. 
This means that there won't be any 
Atari telesoftware on the system. 
But there's no reason why you can't 
log in and read the general news 
and information as well as all the 
rest of Prestel. You'll need an Atari 
850 interface box plus a modem. 
Silica Shop in London should be 
able to oblige. 

D e a r B H , ^ 
I have had a V i c 20 for a year a n d a 
half n o w a n d I a m in te res ted in 
b u y i n g a p r in te r . A f r i e n d tel ls m e 
that S p e c t r u m m a k e s o n e w h i c h c a n 
b e u s e d o n the V i c w i t h a n in ter face . 
D o y o u k n o w a b o u t it? 
P Gustafson 
Burscough 
Lanes 0 
The Spectrum chain of computer 
shops is just one of the stockists of 
the Alphacom 42 printer. This costs 
£99 and comes complete with an 
interface which will plug directly 
into a Vic or a 64. 

It's a thermal printer and prints 
all Commodore graphics just as 
they appear on the screen. For 
around £25, you can get other 
interfaces which just plag into the 
printer. Versions for BBC, Dragon 
and Atari are available. 

As for print quality, we use one of 
these printers to 
produce our 
Commodore, 
listing. 



Mirage 
S O F T W A R E & 
D I S T R I B U T I O N 

T o p F l o o r 
1 S a n d y R o a d 
S e a f o r t h 

L i v e r p o o l L 2 1 3 T N 

T e l : 0 5 1 - 9 2 8 8 4 4 3 

P R O G R A M M E R S 
WE ARE LOOKING FOR TOP QUALITY PROGRAMMES TO MARKET IN THE 
UK AND ABROAD. THE PROGRAMMES MUST BE OF TOP QUALITY AND IN 
MACHINE CODE WITH GOOD GRAPHICS AND SOUNDS AND ORIGINAL 
CONCEPT. WE ARE LOOKING FOR PROGRAMMERS TO CARRY OUT WORK 
ON NEW MACHINES SUCH AS THE C.B.M/16 AMSTRAD AND M.S.X. 
WE CAN SUPPLY THESE MACHINES TO CARRY OUT WORK FOR 
MIRAGE. WE ARE ALSO OFFERING £500 PRIZE FOR THE BEST PROGRAMME 
RECEIVED BY THE END OF FEBRUARY 1985 WHICH WE WILL DECIDE TO 
MARKET. WE OFFER AN OUT RIGHT PAYMENT OR 10% PLUS PAYMENT OR 
20% ROYALTIES. FOR MORE INFORMATION CONTACT THE SOFTWARE 
MANAGER HE WILL BE GLAD TO LISTEN TO ANY QUESTIONS YOU MAY 
HAVE. 

S O F T W A R E H O U S E S 
WE ARE LOOKING FOR TOP SELLING PROGRAMMES TO DISTRIBUTE TO 
OUR WIDE RANGE OF OUTLETS THROUGHOUT THE UK AND GIVE YOU A 
VERY FAST SERVICE TO HELP WITH YOUR SALES AND TO MAKE THE 
MOST OF YOUR PRODUCTS. SEND A SAMPLE COPY OF YOUR PRODUCTS 
WITH RATES AND TERMS FOR A FAST ASSESMENT. FOR MORE 
INFORMATION CONTACT THE SALES MANAGER HE WILL BE GLAD TO HELP 
AND ASSIST YOU. 

D E A L E R S A N D D I S T R I B U T E R S 
D E A L E R S WE HAVE THE BEST SELLERS FROM THE BEST PRODUCERS; 
WE ALSO OFFER VERY GOOD RATES AND TERMS TO HELP YOU AND US 
TO ACHIEVE THE BEST SALES AND SERVICE. FOR MORE INFORMATION 
CONTACT THE SALES MANAGER. 
D I S T R I B U T E R S HAVE YOU GOT THE MIRAGE RANGE ON YOUR 
SHELVES, IF NOT THEN CONTACT THE SALES OFFICE FOR SAMPLES AND 
RATES. 

S A L E S M A N A G E R 
T.C. SAPHIER 

S O F T W A R E M A N A G E R 
C.A. SAPHIER 
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NOT FOR 
PEOPLE WITH 
HIGH BLOOD 
PRESSURE! 

W a t c h out for them— 
these four new games 
could be dangerous to 
your health. And, as 
they're from A'n'F, they're 
second to none, calling for 
a level of skill that's 
bound to set the adrenalin 
racing. 

SPECTRUM 48k CYLON 
ATTACK—Now with better 
than ever isometric perspective 
graphics (3D). £5.75 
BBC 32k SNARL-UP—Sheer 
bumper to bumper frustration 
and only five chances to hit the 
fast lane. £6.90 
COMMODORE 64 GUMSHOE 
—One bleepin' obstacle after 
another stops you reaching a 
girl who needs you— 
desperately. £7.90 
SPECTRUM 48k ALPHA-BETH 
—The brain teaser that makes 
it doubly difficult for you to give 
the right answer. £5.75 

A&F Software. Unit 8, Canal Side Industrial Estate. 
Woodbine Street East. Rochdale, Lanes OL16 5LB. 

Telephone: 0706 341111 
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Orders t o : 
Melbourne House Publishers 
39 Hilton Trading Estate 
l&mgdon.Oxon 0X14 4TD 
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HP2351U 
M VrtBurn* Houw u»*ftt wftrrjre 
1 (KMdAlMUll) emi tntf«J 
J|tfl5l rNiru'Kl̂m 
>jdeenquiries welcome. 

•Please send me your free catalogue. 
Please send me: 

COMMODORE 64 SOFTWARE 
' QCistleot Terror £9.95 

•Commodore 64 Hampsiead £9.95 

OCommodore 64 The Hobbit £14 95 

OJmSalaBim £9.95 

OCwnmodore 64 Classic Adventure £6.95 

•Commodore 64 Hungry Horace £5.95 

•Commodore 64 Horace Goes Skiing . . . . £5.95 

•W0.S.+ £895 

SPECTRUM 48K SOFTWARE 
•Spectrum Sherlock 48K £14.95 

•Spectrum Hampstead 48K £9.95 

•Spectrum Sports Hero 48K . , £6.95 

•Spectrum Mugsy48K £6.95 

•Spectrum Penetrator 48K £6.95 

•Spectrum The Hobbit 48K £14 95 

GH.UR G.48K £14.95 

•Spectrum Classic Adventure 48K .. £6.95 

•Melbourne Draw 48K £895 

Htoersott FORTH 48K £14.95 

BBC SOFTWARE 
D8BC The Hobbtt. Model B £14.95 

•BBC/Electron Classic Adventure £6.95 
U «Wn at tlx Hobtxt' ft <d«ntru «tth to tfc» atantim 
Xft" Dot to iwiw bmrtitiofti BSC cttuttt «rwn does iw 
gwumwti 
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Castle Of Terror is a suberb graphic adventure 
g a m e set in the 1 8 8 0 ' s when and where 
" D r a c u l a " stories abounded. You are in a 
vi l lage near a large Castle in which the 
secretive Count lives. You must travel about 
the vil lage, col lect ing i tems which may be of 
use to you on your bold mission. 

You must also f ind out what your mission is by 
ta lk ing to the right people. But don't be 
fooled! 

• Mul t i -word "Engl ish Language" style 
input 

• Superb , highly detai led graphics 

• A n i m a t e d characters, special effects and 
sound. 

Surviving is success enough, but escaping 
wi th t h e treasure is the u l t imate achievement 
and won' t be easily accomplished! 

CASTLE ^ TERROR 
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R O L L A B A L L £6.95 

A challenging game of skill, 
relying on quick wits and steady 
nerves. Can you keep the 
ROLLABALL in motion? 

All you have to do is slide a 
piece of track in its path to 
divert it, trouble is the tracks 
always disappear when the 
ROLLABALL moves over them. 
A very addictive one player 
game. 

T H E R O Y A L Q U E S T £6.95 

Can you discover the object of 
your quest and then complete it? A classic text only 
adventure, with dozens of problems to keep you 
perplexed for weeks. Features include save game facility 
and very large vocabulary. 

T H E M O O R S C H A L L E N G E £6.95 

An ancient game of strategy and cunning. Capture' all 
your opponents counters to win. Play against your 
Amstrad CPC 464 at any of five skill levels, from simple 
to advanced or play against a friend, you can even make 
the computer play against itself. 

Send cheque/P.O.'s payable t o . . . 

VTIMESUP 
SOFTWARE 

STONEYBURN WORKSHOPS 
THE OLD PRIMARY SCHOOL 

STONEYBURN. WEST LOTHIAN EH47 8 A P 

HIRE SPECTRUM 
SOFTWARE 

J 
OVER 280 different tapes tor hire in-
cluding ARCADE, ADVENTURE. BUS-
INESS, EDUCATIONAL etc -even an m/c 
Compiler FREE 26 page catalogue FREE 
newsletter, with hints, lips and our top 
tape chart. 
OVER 3000 tapes m slock, with up to 60 
copies of each title for fast service. All 
tapes sent by I si class post. 
LOWEST PRICES - hire up to 3 tapes at a 
lime, Irom 63p each lor I wo weeks hire 
{Plus p&p and VAT) European members 
welcome 
Tapes for sals at DISCOUNT p r i cn . 
Telephone 01-661 9240 (9am - 5pm) or 
write lor further details, or complete the 
coupon and JOIN TODAY - you've nothing 
lo lose! 

SAVE £3.00! ! 
For a limited period, we 
are ottering HALF-PfllCE 
membership to readers of 
this magazine. Join now, 
UFE membership is only 
£3.00 (normally £6.00) 

SWOP SHOP 
A new service from N.S.L 
SWOP your unwanted 
tapes wilh tapes from 
other members for a small 
handling charge of only 
60p (plus p&p and VAT) 

NATIONAL SOFTWARE LIBRARY 
4 2 H a r e t l e l d A v e n u e , C h e a m . S u r r e y S M 2 7 N E . 

I enclose cheque/postal order lor C3.00 tor LIFE membership Please rush 
my membership kit to me II. within 28 days, I'm not delighted with your 
service you II refund my membership lee 

Nam* 
Address 

•at 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
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MANOR 
DEMYSTIFIED! 

S e v e r n S o f t w a r e w r o t e i n r e s p o n s e to 
m y c o m m e n t s o n Mystery of Munroe 
Manor i n t h e N o v e m b e r ' s H e l p l i n e , 
s a y i n g t h e y fe l t t h e y w e r e " s l i g h t l y 
u n b a l a n c e d " . P e r h a p s t h a t ' s a 
c o m p l i m e n t , s i n c e m o s t a d v e n t u r e r s 
a r e c o m p l e t e l y u n h i n g e d ! 

S e r i o u s l y , t h o u g h , w h a t I s a i d 
r e f l e c t e d a s a l w a y s t h e l e t t e r s y o u , 
t h e r e a d e r s , s e n t in . N o w for t h e 
o t h e r s i d e o f t h e c o i n . T w o 
a d v e n t u r e r s w h o w e r e i n t u n e w i t h 
t h e g a m e a n d c a m e u p w i t h s o m e 
c l u e s w e r e D a v i d B e c k i n s a l e f r o m 
B e n f l e e t a n d D a v i d S p e n c e o f B F P O 
16 — w h o says h e e n j o y e d t h e g a m e 
" a p a r t f r o m o n e o r t w o l i t t le i d i o s y n -
c r a c i e s " . I n c a s e t h o s e i d i o s y n -
c r a c i e s a r e st i l l c a t c h i n g y o u l i k e 
t h e y d i d m e , l o o k for t h e u p s i d e 
d o w n c l u e ! 

PLEAS AND 
THINGS 
W a i K e e T s a n g o f H e d n e s f o r d w r i t e s 
a g l o w i n g l e t t e r a b o u t Return of the 
Ring. A f t e r p l a y i n g t h e g a m e for 
t h r e e w e e k s , h e f e e l s h e m u s t b e 
n e a r to c o m p l e t i n g it. T h a n k s for a l l 
t h e t ips , W a i ! Y o u g e t th is m o n t h ' s 
t ips te r 's T -sh i r t ! 

D e a n B a r n a r d of K i n g s b u r y has 
b e e n p l a y i n g Colossal o n a X e r o x 
3050 a n d h e a r d a s e p u l c h r a l v o i c e 
t e l l i n g h i m to e x i t t h r o u g h t h e m a i n 
o f f i c e as t h e c a v e is c l o s i n g s o o n . A 
f e w m o v e s l a t e r , a v o i c e a n n o u n c e s 
that t h e c a v e s h a v e c l o s e d a n d h e 
finds h i m s e l f s t u c k i n t w o r o o m s . 

E r i k K l e i n b u s s i n k of K i n g s t o n - o n -
T h a m e s has b e e n h a v i n g a lot o f 
c o o k e d b r e a k f a s t s l a t e l y . A l l b e c a u s e 
of s p i d e r s ! P l a y i n g Dallas Quest, h e 
c a n ' t g e t p a s t t h e s p i d e r i n t h e t o r c h -
lit c a v e . A c l u e says e g g s m a y b e 
u s e f u l a n d h e ' s d o n e e v e r y t h i n g from 
s c r a m b l i n g t h e m to g i v i n g t h e m to 
the s p i d e r , b u t st i l l n o t h i n g h a p p e n s ! 

A c a s e for P e t e r P a r k e r ? 
C a n y o u h e l p th is m o n t h ' s c h e a t , 

Stuart M u r r a y o f R o c h d a l e , to g e t 
d o w n of f t h e p i n n a c l e ( a l r e a d y u s e d 
t h e h a n g - g l i d e r } ? A n d i n Countdown 
to Doom, h o w is h e to d e s c e n d t h e 
c r e v a s s e s a n d g e t to t h e g l a c i e r , o r 
p a s s t h r o u g h t h e s c r e e n o f l i g h t i n t h e 
a l i e n a r t e f a c t ? 

Empire of the Overmind is g e t t i n g 
o v e r t h e m i n d o f C h r i s O v e r f i e l d from 
D r i f f i e l d . H o w to find his w a y i n t h e 
g o b l i n ' s la i r in t h e d a r k ? T r i a l a n d 
e r r o r u s u a l l y resu l ts i n h i m g e t t i n g 
c l o b b e r e d b y g o b l i n s . 

F i n a l l y , w h e r e is t h e k e y for t h e 
c o n t r o l r o o m d o o r i n M a r i e Celeste, 
a s k s L e e H a g g a n o f D o n c a s t e r ? 

CHEATS 
CORNER 

S t e p h e n M u r r a y s e n d s th is " 5 0 % 
m i g h t w o r k " m e t h o d for 16k c a s s e t t e 
A t a r i g a m e s . P l u g in Bas ic a n d t y p e : 
10 O P E N 3 , 4 , 0 , " C : " 
2 0 G E T 3 , X 
30 P R I N T C H R $ ( X ) ; 
4 0 G O T O 2 0 

S n a g 1 is that it m a y n o t w o r k , says 
S t e p h e n . S n a g 2 is tha t , i f it d o e s 
w o r k , o n l y 5 0 % o f t h e m e s s a g e s w i l l 
b e g i v e n , as o n l y a l t e r n a t e b l o c k s o f 
c o d e w i l l b e r e a d . 

ANEW 
COMMAND! 
G u y W i l k i n s o n w r i t e s t o m e 
r e g u l a r l y , b u t r a r e l y a s k s for h e l p 
( m o r e o f t e n t h a n n o t h e has a g o at t h e 
S p e c t r u m ! ) . But Claymorgue Castle 
has g o t h i m b e s t ! 

H e a d m i t s to c h e a t i n g , b u t sti l l c a n ' t 
g e t a n y w h e r e ! " I t ' s t h e m o s t d e v i o u s 
a n d a l m o s t c e r t a i n l y t h e b e s t g a m e 
I ' v e e v e r p l a y e d ! " h e e x c l a i m s . L o o k 
i n t h e u p s i d e d o w n s e c t i o n , G u y , for 
a Claymorgue c l u e to h e l p y o u o n 
y o u r w a y ! 

G u y o f f e r s s o m e a d v i c e to f e l l o w 
s i x t h - f o r m s t u d e n t s o f c o m p u t e r 
s c i e n c e . H e is w r i t i n g a n A d v e n t u r e 

for h is m a t e s to p l a y o n his s c h o o l ' s 
A p p l e a n d r e c o m m e n d s i n c l u d i n g a 
c o m m a n d not u s u a l l y f o u n d i n a n 
A d v e n t u r e g a m e . E D P ( E m e r g e n c y 
D o n ' t P a n i c ) is u s e f u l w h e n e v e r a 
m e m b e r o f t h e staff p r o w l s n e a r b y . I t 
c l e a r s t h e s c r e e n a n d p r i n t s a s e r i e s 
o f s i n e c u r v e s a n d t r i g o n o m e t r i c a l 
i d e n t i t i e s . N i c e o n e , G u y — m u s t b e 
w o r t h a T -sh i r t ! 

HINTS FOR THE 
HYSTERICAL 

T i p s this m o n t h c o m e from K.J. S i g l e y 
o f W a l s a l l , C o l i n M a x t e d , G l e n n 
H u g i l l o f B a r n a r d C a s t l e , S i m o n Ross 
o f S o u t h W i r r a l , D a v i d B e c k i n s a l e o f 
B e n f l e e t , a n d , o f c o u r s e , us! A l s o , 
t h a n k s to w h o e v e r s e n t a c o u p l e o f 
• R e f u m To Eden t ips r e c e n t l y a n d 
s i g n e d h i m s e l f " K i m K i m b e r l e y ' s fig-
l e a f ! 
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When you're up against all the evil in the universe, you 
need the finest joystick. Weak, sticky slow controls 

can only lead you to your doom. 
You need a Wico." The controls in more than 500 

modern arcade games are actually made by Wico.* They set the 
industry standard fordurabilityand performance. And 
arcade quality goes into the Wico* you take home. 

Wico' joysticks work directly with the 
Commodore 64,™ Vic 20,™ all Atari* Home 
Computers and Atari* Video Games. 

Add an interface, and you can connect into 
a Sinclair Spectrum or Apple II* and lie* If you 
have a new MSX computer there's the just 
released MSX Grip Handle for you. 

What do you get? A man-sized handle 
on a virtually unbreakable shaft. Tough, 
ultra-sensitive Wico* switchgear. A heavy-
weight base. A year's guarantee. And more £ 

dodging, chasing and blasting power than ever before. 
The Wico* range includes the famous Red Ball.™straight 

out of the arcades. The Three W&y Deluxe with interchangeable 
handles. The light but rugged Boss. And check out the state-of-
the-art Trackball: many owners use it for serious programming, 

_where it gives them effortless cursor control. 
Ask your dealer to let you handle a Wico ® Quality 

(you'll find) costs money 
But if you want to have less trouble fighting your 

controls, and more power for fighting the 
) forces of darkness . . . only Wico* is worthy 
of your hand. 

<CI CGL HOUSE, GOLDfNGS HIl J , UXJGHTON, ESSEX IGJO 2RR.01-5085600. LOOK P 

WICO 
THE FINEST HAND CONTROLS 

IN THE KNOWN UNIVERSE 

ICO NAME IN A1L GOOD SHOPS AND CATALOGUES. 



Multiple Combat" 5 c e m r b s 

FmII Aerobatics 

yDGmpHcs 

MicroProse Software 

x ATARI 

&C 

i K 

y 

Qs. 

O. 

: 0 

F - 1 5 S t r ike ; 
features superb 3 - D graphics^. 

F-15 manoeu . inability.T 
assisted targettrrig including 

fighter Heads Up Display, airborne 
air to air missiles, surface to air missile 

defence, ground target bombing, full aero-
batics, aftemultipie combat scenarios, 

~ DISK/CASSETTE 

•y t- -

POUCH , 

S O L O F L I G H T : Fake off with this user friendly flight 
simulator which includes 3-D graphics, full axkpii 
instrumentation, dual VORs. ILS. 21 different airports. 

simulator which includes 3-D graphics, full cod 

emergencies. D! 
;ngcslrom weatht 
SK/CASSETTE £14.95 

irinq I 
your RAF Spitfire! Outstanding out-of-lhc-cockpit 
3-D graphics; 14 different combat senartos. 
DISK £12.95, CASSETTE £9 .95 

NATO COMMANDER: Defend Europe m an 
accelerated real time war situation! FuH scrolling 
battle map. includes infantry, armour, 
helicopters, airforces and tactical nuclear 
weapons DISK £12.95. CASSETTE £9.95 

U.S. Gold Is stocked by all leading 
computer stores including: 

US Gold Limited, Unit 10, The Parkway Industrial Centre. Heneage Street. Birmingham B7 4LY. 

mirnum WHSMITH WILDINGS woolworth 
Telephone: 0 2 1 - 3 5 9 3 0 2 0 . Telex: 3 3 7 2 6 8 . 





You should see what he's just seen. 

Micronet 800. 

Stretching the mind of your micro 
far beyond its limits. 

Micro evolution continues with 
this unique communications, informa-

l tions and software system. Set on our 
I mainframes nationwide. 

Includes 30,000 pages and access 
to PrestcP with its full range of services. 

A tremendous Communications 
section that networks you to thousands 
of other members across the country. 
Send and receive electronic messages 
and graphics at a touch of a button. 

And there's the Chatline servicc, 

J*vapshop and Teleshopping. 

Check with daily updates on the 

very latest computer news. 

Micronet also has its own huge 

facts data base. 

And a choice of up-to-the-minute 
software to download absolutely free 

For only £13 a quarter and just a 
local telephone call whenever you 
want to connect up (that's only 22p per 
half hour at cheap rates) you could be 
part of Micronet. 

The only accessory you need is a 

Modem. 

A small price to pay to join the 

other visionaries on this exciting new 

system. 

Fill in the coupon for more details 
and send to Micronet 800, Durrant 
House,8 Herbal Hill,LondonEC1R5EJ. 

But be warned, Micronet 800s 
features are almost limitless and 
constantly updating. So maybe you'd be 
better to call in at Laskys, John Lewis, 
main Boots or your local Micronet 800 
Action Station. 

To feast your eyes on all the 

amazing things it can do. 

["TOC MICRONET 800, Durrani House, 8 Herbal HilTl 
London KClR 5 FJ. Telephone 01-278 3143. 
Please send me «hc full facts about Micronrt 800. 

Nome 

Stake Model of Micro 

Addret* 

Telephone 

ft* tj virphon* uwn 
I, A uwirfnjrfc ol Bfitnh TrifMwnn«IUor» 

_cvc_ 



AVON 

B « l h . Boots. ] M i n c h i n u l ^ i u g c . 
Southt f t le . Te l : 0 2 2 5 6 4 4 0 2 . 
B r i s t o l . Boots, 5 9 B r o a d m e a d , 
Te l : 0 2 7 2 2 9 3 6 3 1 . 
B r i s t o l . J o h n L e w i s . Horseta i r 
Te l : 0 2 7 2 2 9 1 0 0 . 

askŷ . It 
20421. Tel : 0 2 7 2 

K c y n s h a m . Key C o m p u t e r Systems, 
4 2 b H i g h Street Tel : 0 2 7 5 6 5 5 7 5 . 
W e s t o n - s u p e ^ M a r t . K & K 
C lomputers , 3 2 A l f r e d Street , 
Tel: 0 9 3 4 4 1 9 3 2 4 . 

BEDFORDSHIRE 

B e d f o r d . Boots, T h e H a r p u r C e n t r e , 
H a r p u r Street Tel : 0 2 3 4 5 6 2 3 1 . 
D u n s t a b l e . D o r m a n s . 7 - l l B r o a d 
W a l k Te l : 0 5 8 2 3 8 3 0 2 . 
L e i g h t o n B u z z a r d . Da ias i r te . 
5 9 N o r t h Street Te l : 0 S 2 5 3 7 4 2 0 0 . 
L e i g h t o n B u z z a r d . M i l t o n Keynes 
M u s i c & C o m p u t e r s . 17 B n d g r 
S t i e e t . T O 0 5 2 5 3 8 2 5 0 4 . 
L u t o n . H o b b y t e , U n i t 16, T h e 
A m d a l e C e n t r e . Te l : 0 5 8 2 4 5 7 1 9 5 . 
L u t o n . Laskys, 1 9 0 - 1 9 2 A m d a l e 
C e n t r e . T e l : 0 5 8 2 3 8 3 0 2 
L u t o n . T e r r y M o r e . 4 9 G e o r g e 
Street T e l 0 5 8 2 2 3 3 9 1 . 

BERKSHIRE 

R e a d i n g . Hee las , B r o a d Street 
Tel : 0 7 3 4 5 5 9 5 5 5 . 
R e a d i n g . L a s k v * . 118-119 Pnar St 
Tel: 0 7 3 4 5 9 5 4 5 9 
S l o u g h . D a t a Suppl ies . 
T e m p l e w o o d L a n e . 
F a r n h a m C o m m o n Te l : 2 8 2 0 0 0 4 
S l o u g h , l -askys, 7 5 Q u e e n s m e r e 
C e n t r e . Tel: 0 7 5 3 7 8 2 6 9 . 
S l o u g h . M V G a m e s . 
2 4 5 R i g h St reet . Te l : 7 5 2 1 5 9 4 . 

BUCKINGHAMSHIRE 

B l e t c h l e y . H A M S C o m p u t e r 
C e n t r e , 117 Quecnsway . 
Tel: 0 9 0 8 6 4 7 7 4 4 . 
C h e s h a m . R e e d P h o t o & 
C o m p u t e r s . 113 H i g h Street . 
Tel: 0494 7 8 3 3 7 3 
M i l t o n K e y n e s . J o h n Lewis . 
11 Field W a l k . Seck low G a t e East . 
Te l : 0 9 0 8 6 7 9 1 7 1 . 

CAMBRIDGESHIRE 

C a m b r i d g e . Boots. 6 5 - 6 7 S i d n e y 
Street a n d 2 8 Pe t ty C u r r y St reet . 
Tel: 0 2 2 3 3 5 0 2 1 3 . 
C a m b r i d g e . He l l e rs Stat ioners, 
19 S i d n e y S t r e e t . T e t 0 2 2 3 3 5 8 2 4 1 . 
C a m b r i d g e . Rober t S ty le . 
St A n d r e w s Street . 
Tel: 0 2 2 3 6 1 2 9 2 9 . 
P e t e r b o r o u g h . Boots. 
4 0 - 4 2 B n d g e Street , Q u e e n s g a i e . 
Te l : 0 7 3 3 6 5 3 5 2 . 
P e t e r b o r o u g h . J o h n L e w i s , 

C e n t r e . T O : 0 7 3 3 4 4 6 4 4 . Quee rugate ( 

CHESHIRE 

C h e s t e r . Boots. 4 7 - 5 5 Fbregate 
Street . Tel . 0 2 4 4 2 8 4 2 1 . 
C h e s t e r . C o m p u t e r L i n k , 2 1 St 
W c r b u r g h Street . Tel: 0 2 4 4 3 1 6 5 1 6 , 
C h e s t e r . Laskys, 7 T h e F o r u m . 
N o f t h t p t . - St ree l .Te l : 0 2 4 4 3 1 7 6 6 7 . 
C r e w e . A S W o o t t o n & Sons. 
116 E d l e w o n R o a d . 
Tel: 0 2 7 0 2 1 4 1 1 8 . 
C r e w e . M i d s h i r e s C o m p u t e r 
C e n t r e , 6 8 - 7 8 N a n t w i c h R o a d . 
Te l : 0 2 7 0 2 1 1 0 8 6 . 
E l l e s m e r e P b r t . R F R T V i t A u d i o , 
I P o o l t o w n R o a d . W h i t b y . 
Te l 0 5 1 3 5 6 4 1 5 0 
H y d e . C T e c h C o m p u t e r s , 
184 M a r k e t Street . 
Tel: 0 6 1 - 3 6 6 8 2 2 3 . 
M a c c l e s f i e l d . C a m e r a C o m p u t e r 
C e n t r e . 118 M i l l Street . 
Tel: 0 6 2 5 2 7 4 6 8 . ' 
M a c c l e s f i e l d . C o m p u t e r C e n t r e , 
6 8 C h e s t e r a a t e . T e l : 0 6 2 5 6 1 8 8 2 7 . 
M a r p l c . M a r p l e C o m p u t e r C e n t r e , 
3 0 - 3 2 M a r k e t Street 
Tel: 0 6 1 - 4 2 7 4 3 2 8 
S t o c k p o r t . N a t tonal M i c r o Cent res , 
3 6 St Pctcrarate. T e l : 0 6 1 4 2 9 8 0 8 0 . 
S t o c k p o r t . S tockpor t M i c r o 
C e n t r e , 4 - 6 B r o w n Street . 
Tel. 0 6 1 - 4 7 7 0 2 4 8 . 
W i d n e s . C o m p u t e r C i l y , 7 8 V ic tor ia 
Road . Te l : 0 5 1 - 4 2 0 3 3 3 3 . 
W i l m s l o w . W i l m a l o w M i c r o 
C e n t r e . 6 2 G r o v e Street . 
Te l : 0 6 2 5 5 3 0 8 9 0 . 

CLEVELAND 

M i d d l e s b r o u g h . Boots. 
8 8 - 9 0 L i n t h w p e R o a d . 
T h e C l e v e l a n d C e n t r e . 
Tel : 0 6 4 2 2 4 9 6 1 6 . 

CUMBRIA 

K e n d a l . T h e K e n d a l C o m p u t e r 
C e n t r e . S t ramongate . 
Te l : 0 5 3 9 2 2 5 5 9 

See Micronet 800 in action. 
W h i t e h a v e n . P D H c n d r e n . 
15 K i n g Street Tel : 0 9 4 6 2 0 6 3 . 
W o r k i n g t o n . T e c h n o l o g y Store . 
12 P t n h l e Street . Tel : 0 9 0 0 6 6 9 7 2 . 

DERBYSHIRE 

A l f r e t o n . G o r d o n H a r w o o d . 
6 9 - 7 1 H i g h Street . 
Te l : 0 7 7 3 8 3 6 7 8 1 
C h e s t e r f i e l d . Boots. 3 5 - 3 7 L o w 
P a v e m e n t , M a r k e t Place. 
Tel: 0 2 4 6 2 0 3 5 9 1 . 
C h e s t e r f i e l d . C o m p u t e r Stores, 
14 S t e p h e n s o n Place 
Te l 0 2 4 6 2 0 8 8 0 2 _ 

DEVON 

E x e t e r . Boots. 2 5 1 H i g h Street . 
Tel: 0 3 9 2 3 2 2 4 4 
E x e t e t O p e n C h a n n e l . 
C e n t r a l S t a t i o n , Q u e e n Street . 
Te l 0 3 9 2 2 1 8 1 8 7 . 
P l y m o u t h . Syn tax . 7 6 C o r n w a l l 
Street Tel : 0 7 5 2 2 8 7 0 5 . 
S e a t o n . C u r t i s C o m p u t e r Services, 
Sca ton C o m p u t e r S h o p , 
51c H a r b o u r R o a d Tel. 0 2 9 7 2 2 3 4 7 . 
T i v e r t o n . A c t ran M i c r o c o m p u t e r s , 
3 7 B a m p t o n Street . 
T e h 0 8 8 4 2 5 2 8 5 4 . 

DORSET 

B o u r n e m o u t h . Brook C o m p u t e r s . 
3 7 0 C h j r m i n s t e r R o a d . 
Te l : 0 2 0 2 5 3 3 0 5 4 . 
B o u r n e m o u t h . L a n s d o w n e 
C o m p u t e r C e n t r e , 1 L a n s d o w n c 
C r e s c e n t . L a n s d o w n c 
Tel: 0 2 0 2 2 0 1 6 5 . 
D o r c h e s t e r . T h e Paper S h o p , 
K i n g s R o a d Tel : 0 3 0 5 6 4 5 6 4 . 

ESSEX 

C h e l m s f o r d . M a x i o n H a y m a n . 
5 B r o o m field R o a d . 
Te l : 0 2 4 5 3 5 4 5 9 5 , 
C o l c h e s t e r . Boots. 5 - 6 L i o n W a l k . 
Te l : 0 2 0 6 5 7 7 3 0 3 
G r a y s . H Reyno lds . 2 8 a S o u t h e n d 
Road. Te l ; 0 3 7 5 3 1 6 1 1 
H a r l o w . Laskys. 19 T h e H a r v e y 
C e n t r e Tel : 0 2 7 9 4 4 3 4 9 5 . 
H o m c h u r c h . C o m p t e l C o m p u t e r 
Systems, 112a N o r t h Street . 
Tel : 0 4 0 2 4 4 6 7 4 1 . 
l l f o r d . Boots, 1 7 7 1 8 5 H i g h R o a d 
Tel : 0 1 - 5 5 3 211b . 
S o u t h e n d o n - S e a . C o m p u t e r a m - i . 
8 8 L o n d o n R o a d . 
Tel: 0 7 0 2 3 3 5 4 4 3 . 
S o u t h e n d - o n - S e a . C o m p u t e r 
C e n t r e , 3 3 6 L o n d o n R o a d . 
Tel : 0 7 0 2 3 3 7 1 6 1 . 
S o u t h c n d - o n - S e a - Es tuary 
F t rsona l C o m p u t e r s . 3 1 8 C h a r t we l l 
N o r t h . V i c t o r i a C i r c u s S h o p p i n g 
C e n t r e . T e l 0 7 0 2 6 1 4 1 3 1 . 

G L O U C E S T E R 
C h e l t e n h a m . L a n k y * 2 0 6 H i g h 
Street Tel; 0 2 4 2 5 7 0 2 8 2 . 
C h e l t e n h a m . Screen Scene. 
144 St Georges R o a d . 
Te l 0 2 4 2 5 2 8 9 7 9 . 
G l o u c e s t e r Boots, 3 8 - 4 6 East gate 
Street Te l : 0 4 5 2 4 2 3 5 0 1 

HAMPSHIRE 

B a s i n g s t o k e , Fishers, 2 - 3 M a r k e t 
Place. Tel: 0 2 5 6 2 2 0 7 9 . 
S o u t h a m p t o n . Business 
E lect ronics , M i c r o m a g i c A t A t k i n s . 
7 C i v i c C e n t r e R o a d 
Tel: 0 7 0 3 2 5 9 0 3 
S o u t h a m p t o n . Tyr re l l i t G r e e n , 
A b o v e Bar. TO 0 7 0 3 2 7 7 1 1 . 

HERTFORD 

3 6 7 5 7 . 
H i t c h i n . C o u n t y C o m p u t e r s . 
13 B u c k l e a b u t y Te l 0 
H i t c h i n . C . K Photograph ic & 
C o m p u t e r s , 6 8 H e r m i t a g e R o a d . 
Tel: 0 4 6 2 5 9 2 8 5 . 
P o t t e r s B a r . T h e C o m p u t e r Shop , 
197 H i g h Street . Tel: 0 7 0 7 4 4 4 t 7 r 

S t e v e n a g e . I ) J C o m p u t e r s , 
11 T o w n Square . Te l : 0 4 3 8 6 5 5 0 1 . 
W a t f o r d . Laskys, 18 C h a r t e r Place. 
Te l : 0 9 2 3 3 1 9 0 5 . 
W a t f o r d . S R S Mic rosys tems . 
9 4 T h e Parade, H i g h Street 
Tel: 0 9 2 3 2 6 6 0 2 . 
W a t f o r d . T r e w i n s . Q u e e n s R o a d . 
T e l 0 9 2 3 4 4 2 6 6 , 
W e l w y n G a r d e n C i t y . D J 
C o m p u t e is. 4 0 Fret h e m e 
Te l : 9 6 2 8 4 4 4 . 
W e l w y n G a r d e n C i t y . 

rtment Store. W e i 
Tel: 0?07 3 4 5 6 . 

HUMBERSIDE 

B e v e r l e y ; C o m p u t i n g W o r l d . 
10 Swabys Yard. D y e r L a n e 
Tel: 0 4 8 2 8 8 1 8 3 1 -

KENT 

B e c k e n h a m . S u p a C o m p u t e r s . 
4 2 5 C r e a d o n R o a d . 
Tel: 0 1 - 6 5 0 3 5 6 9 . 

B e x l e y h e a t h . Laskys. 
15 -16 B r o a d w a y S h o p p i n g C e n t r e . 
Tel : 0 1 - 3 0 1 3 4 7 8 . 
B r o m l e y ; Boots, 1 4 8 - 1 5 4 H i g h 
Street Te l : 0 1 - 4 6 0 6 6 8 8 
B r o m l e y C o m p u t e r s Today. 
31 M a r k e t Square ,Te l . 0 1 - 2 9 0 5 6 5 2 
B r o m l e y . Laskys. 2 2 M a r k e t 
S q u a r e Te l ; 0 1 - 4 6 4 7 8 2 9 . 
B r o m l e y . W a l t e r s C o m p u t e r s , 
A r m y & N a v y 6 4 H i g h Street . 
Tel : 0 1 - 4 6 0 9 9 9 1 . 
C h a t h a m . Boots. 3 0 - 3 4 W i l m o t l 
Square , FVntagun C e n t r e . 
Tel : 0 6 3 4 4 0 5 4 7 1 . 
S e v e n o a k s . Ernest Fielder 
C o m p u t e r s , Dorset Street . 
Tel: 0 7 3 2 4 5 6 8 0 0 . 
S i t t i n g b o u m e . C o m p u t e r Plus, 
6 5 H i g h Sweet . Tel: 0 7 9 5 2 5 6 7 7 . 
T u n b r i d g e W e l l s . M u d a t a 
C o m p u t e r C e n t r e , 2 8 - 3 0 Si J o h n s 
R a i d . Tel ; 0 8 9 2 4 1 5 5 5 

L A N C A S H I R E 
B l a c k b u r n . T e m p o C o m p u t e r s , 
9 Rai lway R o a d Te l : 0 2 5 4 6 9 1 3 3 3 . 
B l a c k p o o l . B lackpool C o m p u t e r 
Store, 1 7 9 C h u r c h Street . 
Te l : 0 2 5 3 2 0 2 3 9 
B u r n l e y . I M O Business Systems. 
3 9 - 4 3 Standtsh Street 
Te l : 0 2 8 2 5 4 2 9 9 . 
P r e s t o n . 4 M » i C o m p u t i n g . 
6 7 F r u r g a t e Te l : 0 7 7 2 5 6 1 9 5 2 . 
P r e s t o n , l j s k y s . 1 4 G u i l d h a l l 
A r c a d e . Tel : 0 7 7 2 2 4 5 5 8 
W i g a n . W i l d i n g s C o m p u t e r 
C e n t r e . 11 M e s n e s Street . 
Te l : 0 9 4 2 4 4 3 8 2 . 

LEICESTERSHIRE 

L e i c e s t e r : Boots, 3 0 - 3 6 G a l l o w t r e e 
G a t e . Tel - 0 5 3 3 2 1 6 4 1 . 
M a r k e t 1 I a r b o r o u g h . H a i h o r o u g h 
H o m e C o m p u t e r s . / C h u r c h Street 
Te l 0 8 5 8 6 3 0 5 6 , 

LONDON 

W I . C o m p u t e r s o f W i g m o r e 
Street . 104 W i g m o r e Street . 
Te l : 0 1 - 4 8 6 0 3 7 3 . 
W l . H M V , 3 6 3 O x f o r d Street . 
Tel : 0 1 - 6 2 9 1 2 4 0 . 
W l . l o h n Lewis . O x f o r d Street . 
Tel: 0 1 - 6 2 9 7 7 1 1 . 
W l , L a s k y i , 4 2 T o t t e n h a m C o u r t 
R o a d . TO: 0 1 - 6 3 6 0 8 4 5 . 
W l . L i o n H o u s e . 2 2 7 T o t t e n h a m 
C o u r t Rui id . Tel: 0 1 - 6 3 7 1 6 0 1 
W l . Rot her C a m e r a s , 
2 5 6 T o t t e n h a m C o u r t R o a d . 
Tel : 0 1 - 5 8 0 5 8 2 6 . 
W l . T h e V i d e o S h o p . 
18 T o t t e n h a m C o u r t R o a d 
Tel: 0 1 - 5 8 0 5 3 8 0 . 
W l . W a l t e r s C o m p u t e r s . [ ) H Evans. 
O x f o r d S t r e e t . T e l : 0 1 - 6 2 9 8 8 0 0 . 
W C 1 . T r a n s a m M i c r o Systems, 
5 9 - 6 1 T h e o l M l d s Road. 
Tel : 0 1 4 0 5 5 2 4 0 . 
W 5 . Lasky* . 1 8 19 E a l i n g 
B r o a d w a y S h o p p i n g C e n t r e . 
Te l : 0 1 - 5 6 7 4717. 
W 8 . W a l l e t s C o m p u t e r s , Barkers, 
K e n s i n g t o n H i g h Street . 
Te l : 0 1 ^ 3 7 5 4 3 2 . 
S W 1 . Bcter Jones. S loanc Square . 
Te l : 0 1 - 7 3 0 3 4 3 4 . 
S E 9 . S q u a r e D e a l . 
3 7 3 - 3 7 5 Footscray R o a d . 
N e w E l t h a m . Tel : 0 1 - 8 5 9 1 5 1 6 
L e w i s h a m . Laskys, 1 6 4 H i g h 
Street . Tel; 0 1 - 8 5 2 1 3 7 5 . 
S E 1 3 . W a l t e r s C o m p u t e r s , A r m y & 
Navy . 3 3 a n d 6 3 H i g h Street , 
L e w i s h a m . T e l : 0 1 8 5 2 4 3 2 1 . 
S E 1 5 . Cas t lchurs t L t d , 152 R y e 
U n c . I V c k h a m , lei . 0 1 - 6 3 9 2 2 0 5 . 
E C 2 . D e v r o n C o m p u t e r C e n t r e . 
155 M o o r g a t r Te l : 0 1 - 6 3 8 3 3 3 9 . 
N 7 . Jones Brothers . H o l l o w a y 
Road Te l : 0 1 - 6 0 7 2 7 2 7 , 
N 1 4 . Logic Sales. 19 T h e B o u r n e , 
T h e Broadway. Southgate . 
Tel: 0 1 8 8 2 4 9 4 2 . 
N W 3 . M a y c i a l t M i c r o s . 
5 8 Rosslyn H i l l . H a m p s l e a d . 
Te l : 0 1 4 3 1 1 3 0 0 
N W 4 . D a v m c t C o m p u t e r Store. 
112 Brent Street . H e n d o n . 
TeL 0 1 2 0 2 2 2 7 2 . 
N W 7 . C o m p u t e r s Inc , 8 6 G o l d e n 
G r e e n . Tel : 0 1 - 2 0 9 0 4 0 1 . 
N W 1 0 , T e c h n o m a t i c , 17 B u r n l 

R o a d . W e m b l e y . Tel ; 0 1 - 2 0 8 
M A N C H E S T E R 

rnlcv 
1 1 7 7 

Manchester. Boots, 3 2 M a r k e t 
S t ree t .Te l ; 0 6 1 - 8 3 2 6 5 3 3 . 
Manchester, Laskys. 6 1 A r n d a l e 
C e n t r e Te l : 0 6 1 - 8 3 3 9 1 4 9 . 
Manchester. U s k y s , 12-14 St 
M a r y s G a t e . Tel : 0 6 1 ^ 3 3 0 2 6 8 , 
Manchester. M i g h t y M i c r o , 
S h e r w o o d C e n t r e , 
2 6 8 W i l m s l o w R o a d . Fal lowf ie ld . 
Tel : 0 6 1 2 2 4 8117 . 

M a n c h e s t e r : N S C C o m p u t e r 
Shops. 2 9 H a n g i n g D i t c h . 
Tel : 0 6 1 - 8 3 2 2 2 6 ? 
O l d h a m . H o m e & Business 
C o m p u t e r s , 5 4 Yorkshi re Street . 
Tel : 0 6 1 - 6 3 3 1 6 0 8 
S w i n t o n . M r M i c r o , 6 9 P a r t i n g t o n 
L a n e Te l : 0 6 1 - 7 2 8 2 2 8 2 . 

M ERSEY5IDE 

H e s w a l l . T h o r n g u a r d C o m p u t e r 
Systems. 4 6 I V n s b v R o a d . 
Te l ; 0 5 1 - 3 4 2 7 5 1 6 . 
L i v e r p o o l . G e o r g e H e n r y L e e , 
Basnet ! Street . Te l : 0 5 1 - 7 0 9 7 0 7 0 . 
L i v e r p o o l . Hargreaves. 
3 1 - 3 7 W a r b r e t k M o o t W a l t o n . 
Te l : 0 5 1 - 5 2 5 1 7 8 2 . 
L i v e r p o o l . Laskys, D a l e Street . 
Te l : 0 5 l - 2 3 6 3 2 9 8 . 
L i v e r p o o l . Laskys. St J o h n s 
Precinct Te l : 0 5 1 - 7 0 8 5 8 7 1 , 
St H e l e n s . M i c r o m a n C o m p u t e r s , 
R a i n f o r d I n d u s t r i a l Estate, M i l l 
L a n e , R a i n l o r d . Tel : 0 7 4 4 8 8 5 2 4 2 . 
S o u t h p o r t . C e n t r a l Studios. 
3 8 Eas thank St r re t .Tc l ; 0 7 0 4 3 1 8 8 1 

MIDDLESEX 
Enfield. Laskys. 4 4 - 4 8 Palace 
G a r d e n S h o p p i n g C e n t r e -
Tel: 0 1 - 3 6 3 6627. 
Harrow. C a m e r a A r t s . 4 2 St A n n * 
R o a d . Te l : 0 1 - 4 2 7 5 4 6 9 . 
Hounslow. Boots, 1 9 3 - 1 9 9 H i g h 
Street . Te l : 0 1 5 7 0 0 1 5 6 . 
Teddington. A n d r e w s , 
B r o a d Street . Te l 0 1 - 9 7 7 4 7 1 6 . 
Twickenham. T w i c k e n h a m 
C o m p u t e r C e n t r e . 7 2 H e a t h R o a d 
Te l : 0 1 - 8 9 2 7 8 9 6 . 
Uxbridge.JKL C o m p u t e r s , 
7 W i n d s o r Street TO_0895 5 1 8 1 5 

NORFOLK 

N o r w i c h . Bonds, A l l Saints G r e e n . 
Te l : 0 6 0 3 2 4 6 1 7 . 

NOTTINGHAMSHIRE 
S u t l o n i n A s h f i e l d . H N S i l Fi&hei. 
8 7 O u t r a m St reel. Tel . 0 6 2 3 5 4 7 3 4 . 
N o t t i n g h a m . Jessopa. V i c t o r i a 
C e n t r e . T e l : 0 6 0 2 4 1 8 2 8 2 
N o t t i n g h a m . Laskys. 1 -4 S m i t h y 
Row. T e h 0 6 0 2 4 1 3 0 4 9 . 

OXFORDSHIRE 

A b i n g d o n . Ivor F ie lds C o m p u t e r s . 
2 1 Stert Street . Tel: 0 2 3 5 2 l i 0 7 . 
B a n b u r y . C o m p u t e r Plus, 
2 C h u r c h L a n e . Tel : 0 2 9 5 5 5 8 9 0 . 
O x f o r d . Science S t u d i o , 7 L i t t l e 
C l a r e n d e n Street Tel: 0 8 6 5 5 4 0 2 2 . 

SCOTLAND 
Edinburgh. Boots. 101-103 Pnnces 
S t r e e t . T c r 0 3 1 - 2 2 5 8 3 3 1 
Edinburgh. J o h n Lewis . St James 
C e n t r e , Tel: 0 3 1 - 5 5 6 9121 . 
Edinburgh. l -askys, 4 S i J a m e s 
C e n t r e . "IcI: 0 3 1 - 5 5 6 1 8 6 4 . 
Glasgow. Boots. 2 0 0 Sauch ieha l l 
Street Te l : 0 4 1 - 3 3 2 1 9 2 5 , 
Glaigow. Boots, U n i o n Street a n d 
Argy l l : Street. Te l : 0 1 1 - 2 4 8 7 3 8 7 . 

SHROPSHIRE 

T e l f o r d . Te l ford Electronics. 
3 8 M a l l 4 Te l : 0 9 5 2 5 0 4 9 1 1 . 

STAFFORDSHIRE 

New castle-under Lyme. 

C o m p u t e r C a b i n . 2 4 T h e Parade. 
S i l w i d a l e Te l : 0 7 8 2 6 3 6 9 1 1 . 
Stafford. C o m p o t c r a m a . 
5 9 H o r e g a t e S t r e e t TO:078541899, 
Stoke-on-Trent C o m p u t e u m a 
I I M a r k e t S q u a r e A r e i d e . H a n l e y 
Te l ; 0 7 8 2 2 6 8 5 2 4 

SUFFOLK 

Bury 

11-13 C o r nh i l l . Tel : 0 2 8 4 7 0 1 5 1 6 
Ipswich. Bra inwave M i c r o s . 
2 4 C r o w n Street . Tel: 0 4 7 3 5 0 9 6 5 . 

SURREY 

C r o y d o n . Laskys 7 7 - 8 1 N o r t h E n d 
Te l : 0 1 - 6 8 1 8 4 4 3 . 
C r o y d o n . T h e V i s i o n Store, 
9 6 - 9 8 N o r t h E n d . T O : 0 1 - 6 8 1 7 5 3 9 . 
S o u t h C r o y d o n . C o n c i s e 
C o m p u t e r C o n s u l t a n t s , 1 C a r l t o n 
Road. Te l : 0 1 - 6 8 1 6 8 4 2 . 
E p s o m . T h e M i c r o W o r k s h o p . 
12 S t a t i o n A p p r o a c h . 
Te l : 0 3 7 2 7 2 1 5 3 3 . 
G u i l d f o r d . W a l t e r s C o m p u t e r s . 
A r m y & N a v y 105-111 H i g h Street . 
Tel : 0 4 8 3 6 8 1 7 1 . 
H a s l e m e r c . H a s k m c r e 
C o m p u t e r s . 17 L o w e r Street . 
Tel: 0 4 2 8 5 4 4 2 8 . 
W a l l i n g t o n . Sur rey M i c r o Systems, 
5 3 W o o d c o t e R o a d 
Te l : 0 1 - 6 4 7 5 6 3 6 
W o k i n g . H a r p e r s 
7 1 - 7 3 C o m m e r c i a l W a y . 
Tel : 0 4 8 6 2 2 5 6 5 7 . 

SUSSEX 

B c x h i l l - o n - S e a . C o m p u t e r w a r e . 
2 2 St L e o n a r d s R o a d . 
Te l : 0 4 2 4 2 2 3 3 4 0 . 
B r i g h t o n . Boots. 1 2 9 N o r t h Street. 
Tel : 0 2 7 3 2 7 0 8 8 . 
B r i g h t o n . G a r n e t 7 1 East Street . 
Te l : 0 2 7 3 7 2 8 6 8 1 . 
B r i g h t o n . Laskys. 151 -152 W e s t e r n 
R o a d T e t 0 2 7 3 7 2 5 6 2 5 . 
C r a w l e y . G a t w i c k C o m p u t e r s . 
6 2 T h e Boulevard. Tel: 0 2 9 3 3 7 8 4 2 . 
C r a w l e y , l^askys, 6 - 8 Q u e e n t w a y . 
Te l : 0 2 9 3 5 4 4 6 2 2 . _ 

T Y N E & W E A R 

Newcastle-upon-Tyne. 
B a i n b n d e r , El d o n Square . 
Tel: 0 6 3 2 3 2 5 0 0 0 
N e w c a s t l e - u p o n - T y n e . Boots. 
E i d o n S q u a r e Tel : 0 6 3 2 3 2 9 8 4 4 . 
N e w c a s t l e - u p o n - T y n e . Laskys, 
6 N o r t h u m b e r l a n d Street . 
Te l : 0 6 3 2 6 1 7 2 2 4 . 
Newcastle-upon-Tyne. 
R E C o m p u t i n g . 1 2 ) c s m 
Tel: 0 6 3 2 8 1 5 5 8 0 . 

i c s m o n d Road. 

WALES 

A b e r d a r v . I n k c y C o m p u t e r 
Services, 7 0 M i l l St reel.The Square , 
T r e c y n o n Tel : 0 6 8 5 8 8 1 8 2 8 . 
A h c i -ysrwyth • A b e t d a t a at 
Ga l loways , 2 3 Pier Street 
Tel : 0 9 7 0 6 1 5 5 2 2 
C a r d i f f . B o o t * . 2 6 Q u e e n s Street 
& 1 0 5 Freder ick Street . 
Tet: 0 2 2 2 3 1 2 9 1 . 
C a r d i f f . P & P C o m p u t e r s . 
4 1 T h e Hayes. Tel: 0 ^ 2 2 2 6 6 6 6 . 
S w a n s e a . Boots, 17 S t M a r y s 
A r c a d e . T h e Q u a d r a n t S h o p p i n g 
C e n t re. Tel ; 0 7 9 2 4 3 4 6 1 

WARWICKSHIRE 

C o v e n t r y . C o v e n t r y M i c r o C e n t r e . 
3 3 Far G o a f o r d Street 
Te l ; 0 2 0 3 5 8 9 4 2 
C o v e n try. J B C M i c r o Services. 2 0 0 
E a r l s d o n A v e n u e . N o r t h Ear tsdon 
Tel; 0 2 0 3 7 3 8 1 3 . 
C o v e n t r y . Laskys. L o w e r Precinct . 
Tel : 0 2 0 3 2 7 7 1 2 . 
L e a m i n g t o n S p a . I C C o m p u t e r s . 
4 3 Russel l S t ree t -Te l : 0 9 2 6 3 6 2 4 4 . 
L e a m i n g t o n S p a . L e a m i n g t o n 
H o b b y C e n t r e . 121 Regent Street . 
Te l : 0 9 2 6 2 9 2 1 1 . 
N u n e a t o n . M i c r o C i t y , l a Q u e e n s 
" ~ 3 8 2 0 4 9 . Road.Tel : 0 2 0 3 
R u g b y : O E M C o m p u t e r Systems, 
9 I " R e g e n t Street l e i : 0 7 8 8 7 0 5 2 2 . 

WEST MIDLANDS 

B i r m i n g h a m . Boots. C i t y C e n t r e 
H o u s e . 16 -17 N e w Street . 
Te l : 0 2 1 - 6 4 3 7 5 8 2 . 
B i r m i n g h a m , 1 j s k y s , 
1 9 - 2 1 C o r p o r a t i o n Street . 
TO 0 2 1 - 6 5 2 6 3 0 3 
D u d l e y , C e n t r a l C o m p u t e r s , 
3 5 C h u r c h i l l Precinct . 
Tel : 0 3 8 4 2 3 8 1 6 9 . 
S t o u r b r i d g e . W a l t e r s C o m p u t e r 
Sys tem* . 12 H a g l e y R o a d 
TO: 0 3 8 4 3 7 0 8 1 1 . 
W a l s a l l , N e w H o r a o n . 1 G o o d a l l 
Street, T e l 0 9 2 2 2 4 8 2 1 . 
W e i l B r o m w i c h . D S F t a k m a n , 
7 Q u e e n s S q u a r e . T e l : 0 2 1 - 5 2 5 7 9 1 0 . 
W o l v e r h a m p t o n . Laskys. 
2 W u l f r u m Square . 
TO 0 9 0 2 7 1 4 5 6 8 

YORKSHIRE 

B r a d f o r d . Boots . I I D a i ley Street . 
Te l : 0 2 7 4 3 9 0 8 9 1 
L e e d s . Boots, 19 A l b i o n A r c a d e . 
B o n d Street C e n t r e . 
Tet: 0 5 3 2 3 3 5 5 1 . 
S h e f f i e l d . C o l e Brothers . 
Barkers ftx>! Te l : 0 7 4 2 7 8 5 1 1 . 
S h e f f i e l d . Laskys, 5 8 L e o p o l d 
Street . Te l 0 7 4 2 7 5 0 9 7 1 
Y o r k - York C o m p u t e r C e n t r e , 
7 S i o n c g a w A r c a d e . 
Tel : 0 9 0 4 6 4 1 8 6 2 . 
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The i n d u s t r y has been 
saddened, if not surprised, to 
learn that one of the great 
names of pinball, is no more. 
Mylstar has closed its doors, 
which effectively means the 
demise of D. Gottlieb & Co. 

Pinball has much to thank 
Gottlieb for. In November 
1947, they introduced a 
mach ine ca l led Humpty 
Dumpty w h i c h w a s to 
change the game of pinball 
overn ight . Qui te s imply , 
Gottlieb had invented the 
Flipper. In 1960, they manu-
factured the first Add-a-Ball 
g a m e , s u i t a b l y n a m e d 
Flipper. In 1971, they gave 
us 2001. a machine which 
had taken the humble drop 
target, invented by Williams, 
a stage further. Gottlieb had 
put them side by side, thus 
the Drop Target Bank was 
born. 

All through the sixties, 
G o t t l i e b p r o d u c e d f i ne 
tables, featuring that jokey 
cartoon artwork and good 
innovative games. During the 
early seventies, it was games 
wi th lots of drop targets and 
flipper skill shots. Sadly, in 
the late seventies, their 
troubles began. 

Eventua l l y , Coca Cola 
took over the company and 
renamed it Mylstar. The idea 
was that the odd pintable 
would be produced, still 
using the Gottlieb name, but 
the big money would be put 
into the development of laser 
disc games. Next came the 
m i g h t y s l ump in v ideo 
games. 

Next month, I wil l be 
l o o k i n g at B a l l y ' s Spy 
Hunter, the last two games 
from Gottlieb and a long 
overdue comeback f rom 
Stern. Also I shall reveal how 
the amazing Williams Elec-
tronics have done it again. 
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ALIEN 
ROBOTS ON 
ALL SIDES! 
Aliens have learnt a lot since 
the days of Space Invaders 
and have decided to attack 
y o u r base f r o m t h r e e 
different angles. You'll need 
a fairly steady trigger finger if 
you want to come out on top 
wi th Equ/res from Sega. 

You might groan at the 
thought of another space 
shoot- 'em-up where your 
aim is to protect your base 
from a series of attacking 
aliens and no one would 
blame you. However, Equites 
isn't quite run of the mill — 
it 's fast, smooth scrolling 
and easy to get into. 

You play Equites, one of an 
elite team of robots used to 
protect the base in times of 
war. Alien robots attack from 
three levels, on the ground, 
underground and from the air 
so keep your pilot's licence 
with you at all times. When 
you're in the air fighting off 
the murderous hordes, it 
would be well to remember 
that those aliens on the 
ground are also shooting 
upwards. The earth-based 
aliens take wicked delight in 
hiding in the shadows of 
bui ld ings wa i t i ng to be 
ambushed, so be warned. 

Robots that have found 
their way into a maze of 
underground corridors deep 
in the bowels of the base 
carry four types of super 
weapons, If you can kill 
these robots and collect their 
guns, you will be made. They 
are not just ordinary lasers 
but ones which enable you to 
fire bullets that wilt zig-zag, 
fly round in arcs and do 
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everytyhing short of turning 
a corner. Armed wi th this 
incredible arsenal, Equites 
s h o u l d e x p e r i e n c e no 
difficulties in converting the 
robot aliens to rusting piles 
of metal. 

Equites is not original by 
any means but it has some 
interest ing features that 
make up a very enjoyable 
game. Watch out for this 
one. 

GAMES WITH 
A SPORTING 
CHANCE 
The last year has seen many 
changes in the arcade 
industry — times have been 
hard and companies are 
doing their utmost to tempt 
people back into the arcades. 
Consequently, there is a 
greater variety of games 
available and the industry 
has seen some revolutionary 
changes on the games front. 

Sales of most conventional 
video games have continued 
to trickle in and arcade 
o p e r a t o r s have b o u g h t 
g a m e s w h i c h , t h r o u g h 
monitored test periods, have 
proved to appeal to a wide 
spectrum of players. 

Over the last six months, 
regular players of arcades 
will have noticed a definite 
change in the type of games 
available. Less than six 
months ago, it was all shoot -
'em-ups — now there is an 
ever increasing trend for 
sports simulations. 

The first simulation of 

sorts was Pong, a bat and 
ball game which took off in 
its own small way a number 
of years ago. It was soon 
forgotten wi th the space 
invaders boom — after all, 
zapping hundreds of green 
meanies has got to be more 
exciting than bouncing a ball 
of a wall. 

Perhaps the first really 
successful sports simulation 
was Track & Field, released 
by Konami to coincide wi th 
the Olympics. This was 
surely a major contribution to 
its almost instant success. 
Field Carnival and Hyper 
Olympics fol lowed soon after 
— also by Konami and 
writ ten in the Track & Field 
style where you have to take 
part in a series of sporting 
events against a number of 
people or the computer. 
Playing wi th friends tends to 
gene ra te a c o m p e t i t i v e 
atmosphere and the game 
becomes more exciting than 
just competing against the 
computer. 

10 Yard Flight, an 
Amer ican Football game 
from Irem Corporation, also 
hit the streets at about the 
same t ime and became 
popular amongst those arm-
chair enthusiasts who insist 
on staying at home on 
Sunday evenings to watch a 
bunch of beefy amazon 
types kicking the hell out of 
each other at the Superbowl. 
For one or two players, it's 
great fun and even includes a 
fuzzy voice simulation shout-



ACTIO 

ing such obscure instructions 
as "Four, Four, Four, Four, 
Hunt, Hunt, Hunt!" 

VS. Tennis from Nintendo 
was launched, sadly, just 
after the Wimbledon finals 
this year. If it had hit the 
streets a month or so earlier, 
it would have given more 
people the chance to enter 
into the famous tennis 
championships. As it was — 
many missed out. Still, it 's 
an unusual game for two 
players incorporating two 
screens in 3D. 

Punch-Out!!, also from 
Nintendo, has proved itself 
very popular and simulates a 
boxing match in which you 
have to take on famous stars 
Glass Joe, Bald Bull and, 
eventually, the mighty Mr 
Sandman if you ' re fast 
enough. The game has been 
produced in an unusual way 
in that you view the match 
through the eyes of a 
spectator. Your body is 
composed of linear graphics 
and you can see your 
opponent through it quite 
clearly. At first, the effect is 
rather confusing but you 
soon get used to being a 
partially invisible man. The 
sound effects are excellent 
with shouted instructions to 
throw left or right punches or 
to go for knock out. 

If you've never played ice 
hockey but have yearned to 
try — now's your chance. 
Bull Fighter from Sega is a 
new game and was launched 
at this year's Preview '85 

exhibition. It's a one or two 
player game against the 
computer and the object is to 
score more goals than your 
opponent within a set time 
l im i t . The ins t ruc t i ons , 
translated from Japanese 
state "When the puck was 
deprived by the opponent, 
take it back by body-check-
ing" and goes on in a similar 
unintelligible vein. I hadn't a 
clue what they meant, but at 
least when the game reaches 
the arcades the instructions 
should be clearer. You 
should enjoy this one. 

Golf from Nintendo is an 
unusual game to feature in 
the arcades and one which, I 
imagine, wil l be popular 
amongst only a dedicated 

few. The object is to get 
round nine holes with a score 
that is par for the course — 
or better still, under par. 

A game to put the Harlem 
Globetrotters to shame is 
Super Basket Ball f rom 
Konami. It's another team 
game, of which the Japanese 
seem to be so fond, and 
faithfully simulates all that 
m a k e s baske t ba l l so 
exciting. The rules are hard 
and fast and even govern 
free throws when the players 
line up to watch your skill 
with the bowl. 

And finally . . . the advent 
of laser disc games last year 
was supposed to do for the 
industry what tin cans did for 
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the sardine. Unfortunately, 
they couldn't open the tin. 

Sales of laser disc games 
have never taken off in this 
country probably because of 
the high costs and the 
problems of maintenance. It 
is hoped that the current 
interest in sports simulations 
will revive the ailing industry 
and lure the passers-by back. 

DEFENDER 
How to stop the action. 
To freeze the screen on 

Defender, you must get all 
the humanoids underneath 
you and then put them all on 
the planet's surface. As long 
as you keep your fingers off 
the thrust button, the game 
stays still. When you press 
thrust the game star ts 
playing again. 

GALAGA 
Make all the bugs stop 
dropping bombs for the 
entire game. 

On the first screen, shoot 
all the aliens except for the 
bug on the bottom left side. 
For the next 5 to 20 minutes, 
let it fly around while you 
dodge the bombs. It will then 
stop shooting. Let it pass by 
FOUR times and shoot i t . . . 

JOUST 
Score over 200 million points. 

On wave six, joust all the 
knights except one. Let this 

one get caught by the Lava 
Troll. 

Position yourself on the 
bottom floating rock or plat-
form. The Teridactyles will 
start coming out. Simply 
face the direction they come 
from and they will run into 
your lance every time. 

You can build up over 
1000 extra men (only works 
on old machines). 

THE SNEAKY GAP TRICK 
On Joust there are the two 

lower right hand ledges. They 
are both at slightly different 

heights. If you land on the 
lower ledge of the two with-
out putting your feet down, 
you can slide along the ledge 
and instead of bouncing off 
the higher one, you fall 
through the gap. 

Ms PAC-MAN 
Win 64 free games. 

This is for Pros as well . . . 
You must be able to complete 
the 137th screen. Beware, 
this is tike no other screen . . . 
All the characters will be right 
side up, but the maze will be 
upside down, but atl the dots 
are in the "right places. Once 
this screen is cleared 75% of 
the time 65 free games 
appear. It will also give you a 
borderless maze of dots. 

CRYSTAL CASTLES 
S c o r e 1 4 0 , 0 0 0 bonus 
points. 

On wave one, run around 
the left side to the back of 
the structure and hit the 
jump button. 
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MANIC MINER is available on Spectrum, Amstrad, 
Dragon, CBM 64,Oric/Atmos, MSX. 

BBC, 

t o w * L l v t i • ! L*»« l 

i Miner Hilly, while p impci l inq down 
S u r b i t o n way s t u m b l e s u p o n a n a n c i e n t , 
l o n g f o r g o t t e n m i i i e s h a f t . O n f u r t h e r 
e x p l o r a t i o n . H e f i n d s o i d e n c e o f a l o s t 
c i v i l i s a t i o n f a r s u p e r i o r t o o u r o w n , w h i c h 
u s e d a u t o m a t o n s t o d i g d e e p I n t o t h e 
E a r t h ' s c o r e t o s u p p l y t h e e s s e n t i a l raw 
m a t e r i a l s f o r t h e i r a d v a n c e d i n d u s t r y . A f t e r 
c e n t u r i e s o f p e a c e a n d p r o s p e r i t y , t h e 
c i v i l i s a t i o n w a s t o r n a p a r t by w a r , a n d 
l a p s e d i n t o a tone} d a r k a g e , a b a n d o n i n g 
t h e i r i n d u s t r y a n d m a c h i n e s . N o b o d y , 
h o w e v e r , t h o u g h t t o t e l l t h e m i n e r o b o t s t o 
s t o p w o r k i n g , a n d t h r o u g h c o u n t l e s s a e o n s 
t h e y h a d s t e a d i l y a c c u m u l a t e d a h u g e 
s t o c k p i l e o f v a l u a b l e m e t a l s a n d m i n e r a l s , 
a n d M i n e r W i l l y r e a l i s e s t h a t h e n o w h a s t h e 
o p p o r t u n i t y t o m a k e h i s f o r t u n e by f i n d i n g 
t h e u n d e r g r o u n d s t o r e . I n o r d e r t o m o v e t o 
t h e n e x t c h a m b e r , y o u m u s t c o t t e c ! a l l t h e 
f l a s h i n g k e y s i n t h e r o o m w h i l e a v o i d i n g 
n a s t i e * l i k e P o i s o n o u s P a n s i e * a n d S p i d e r s 
a n d S l i m e a n d w o r s t o f a l l , M a n k M i n i n g 
R o b o t s . W h e n y o u h a v e a l l t h e k e y s , y o u c a n 
e n t e r t h e p o r t a l w h i c h w i l l n o w 
b e f l a s h i n g . T h e g a m e e n d s 
w h e n y o u h a v e b e e n ' g o t ' o r 
f a l l e n h e a v i l y t h r e e t i m e s . 

The above screens are from the 
BBC version. 

^ l l f f 0 o a M V l l l 
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Software Projects Limited, Bearbrand Complex, Allerton Road, Woolton 
Liverpool L25 7SF. Telephone: 051 -428 9393 (4 lines). Telex: 627520. 



M i n e r Wi l ly , i n t r e p i d e x p l o r e r a n d n o u v e a u -
riche w c U l l l c . h a s b e e n r e a p i n g t h e 
b e n e f i t s o f h i s f o r t u n a t e d i s c o v e r y I n 
S u r b i t o n . h e h a s a y a c h t , a c l i f f - t o p 
m a n s i o n , a n I t a l i a n h o u s e k e e p e r a n d a 
F r e n c h c o o k , a n d h u n d r e d s o f n e w f o u n d 
f r i e n d s w h o r e a l l y k n o w h o w t o e n j o y 
t h e m s e l v e s a t a p a r t y . H i s h o u s e k e e p e r , 
Mar ia , h o w e v e r , t a k e s a very d i m v iew of a l l 
hts reve l l e ry , a n d f i n a l l y a f t e r a p a r t i c u l a r l y 
b o i s t e r o u s t h r a s h s h e p u t s h e r f o o t d o w n . 
W h e n t h e l a s t o f t h e l o u t s d i s a p p e a r s d o w n 
t h e d r i v e i n h i s A s t o n M a r t i n , a l l Wi l ly c a n 
t h i n k a b o u t is c r a s h i n g o u t I n h i s f o u r -
p o s t e r . B u t M a r i a w o n ' t l e t h i m i n t o h i s 
r o o m u n t i l a l l t h e d i s c a r d e d g l a s s e s a n d 
b o t t l e s h a v e b e e n c l e a r e d a w a y . C a n y o u 
h e l p Wi l ly o u t o f h i s d i l e m m a / l i e h a s n ' t 
e x p l o r e d h i s m a n s i o n p r o p e r t y y e t ( I t i s a 
l a r g e p l a c e a n d h e h a s b e e n very b u s y ) a n d 
t h e r e a r e s o m e very s t r a n g e t h i n g s g o i n g o n 
in t h e f u r t h e r r e c e s s e s o f t h e h o u s e ( I 
w o n d e r w h a t t h e l a s t o w n e r w a s d o i n g I n h i s 
l a b o r a t o r y t h e n i g h t h e d i s a p p e a r e d ) . Y o u 
s h o u l d m a n a g e O . K . t h o u g h y o u 
will p r o b a bty f i n d s o m e l o o n i e s 
have b e e n u p o n t h e r o o f a n d I » 
would c h e c k d o w n t h e r o a d * . « , , . . . . — 
a n d o n t h e b e a c h If I w a s y o u . « J t r 5»LT WILLY i s a v a i l a b l e o n s p e c t r u m 
G o o d l u c k a n d d o n ' t w o r r y , a i l — j f |V| 
you c a n l o s e I n t h i s g a m e is s l e e p . * » * # * 

S e n d a l a r g e s t a m p e d a d d r e s s e d 
e n v e l o p e f o r m o r e d e t a i l e d 
i n f o r m a t i o n o n o u r n e w r e l e a s e s 
p lus a f r e e l a r g e p o s t e r . 

All s a l e s e n q u i r i e s t o : 
C o l i n S t o k e s 
(Sa les a n d M a r k e t i n g ) 

For M a i l O r d e r o n l y : 
S o f t w a r e P r o j e c t s . P . O . B o x 12. L 2 5 7 A F 

S e l e c t e d t i t l e s a v a i l a b l e f rom:— 
J o h n M e n z i e s , H M V , B o o t s , W o o l w o r t h 
S p e c t r u m a n d o t h e r l a r g e d e p a r t m e n t 
s t o r e s a n d a l l g o o d m a j o r s o f t w a r e 
r e t a i l e r s . 

I 

Please send me a copy of Please tick were applicable 
MANIC MINER • SPECTRUM £5.95 • AMSTKAD£8.95 
C BBC • DRAGON • CBM 6-t • ORJOATMOS • MSX all £7.95 
JET SET WILLY • SPECTRUM £5.95 D AMSTRAD £8.95 
D CBM £7.95 • MSX £7.95 
I enclose cheque/PO for 

{ P l e a s e a d d £ 1 . 0 0 f o r o r d e r s o u t s i d e U K ) I 
A c c e s s C a r d N o I 
(Name . . . . 
A d d r e s s . 

I 
I _ 

For Mall Order only: 
Software Projects. P.O. Box 12, L25 7AF 
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Available on the 48K Spectrum 
© B r o d c r b u n d , M 1 9 8 4 . 
L i c e n s e d t o S o f t w a r e P r o j e c t s . P r o d u c e d by S o f t w a r e P r o j e c t s . 

Y o u a r e a h i g h l y t r a i n e d G a l a c t i c 
C o m m a n d o d e e p i n e n e m y t e r r i t o r y . 
P o w e r h u n g r y l e a d e r * o f t h e r e p r e s s i v e 
B u n g e l i n g E m p i r e h a v e s t o l e n a 
f o r t u n e i n g o l d f r o m t h e p e a c e l o v i n g 
p e o p l e , a n d y o u h a v e J u s t d i s c o v e r e d 
t h e i r s e c r e t u n d e r g r o u n d t r e a s u r y . 
Y o u r g o a l ? T o r e c o v e r e v e r y l a s t i n g o t 
o f K u n g e l i n g b o o t y . Y o u ' l l b e r u n n i n g , 
j u m p i n g a n d c l i m b i n g h e r o i c a l l y , 
s o l v i n g p e r p l e x i n g p u z z l e s a n d d r i l l i n g 
p a s s a g e w a y s I h r o u g h s t o n e f l o o r s a n d 
h a r r i e r s u s i n g y o u r l a s e r d r i l l p i s t o l . 
Y o u ' l l n e e d m o r e t h a n f l e e t f e e t a n d 
g o o d l o o k s t o g e t t h r o u g h t h i s m i s s i o n 
a l i v e . Y o u ' l l n e e d q u i c k w i t s a n d b r a i n s ! 
C R E A T E Y O U R O W n G A M E S ! 
l o d e R u n n e r i s m o r e t h a n a f a s t a c t i o n 
g a m e . I t ' s a g a m e g e n e r a t o r t l i . i t l e t s 
y o u d e s i g n y o u r o w n p u z z l e s a n d 
s c e n e s . Y o u c a n m o v e , a d d a n d t a k e 
a w a y c o u n t l e s s l a d d e r s , f l o o r s , t r a p 
d o o r s , ( r o s s b a r s , g o l d c h e s t s a m i 
f t u n g e l i n g e n e m i e s . I t ' s e a s y a n d 
t h e r e ' s n o e n d t o t h e v a r i a t i o n s , 
c h a l l e n g e a n d f u n . 

» 

p F 

« I 

b-i-

J V 1 

% 

- V 

S o f t w a r e P r o j e c t s L i m i t e d , B e a r b r a n d C o m p l e x , A l l e r t o n R o a d , W o o l t o n . L i v e r p o o l L 2 5 7 S r 
T e l e x : 6 2 7 5 2 0 T e l e p h o n e : 0 5 1 - 4 2 8 9 3 9 3 ( 4 l i n e s ) . 
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P l e a s e s e n d m e a c o p y o f 
B C ' S Q U E S T F O R T I R E S • £ 9 . 9 5 P l e a s e t i c k 
L O D E R U N N E R C £ 9 . 9 5 w h e r e a p p l i c a b l e 

I e n c l o s e c h e q u e / P O f o r . . . » 
( P l e a s e a d d £ 1 . 0 0 f o r o r d e r s o u t s i d e U K ) • p ^ B n 

A c c e s s C a r d N o 
N a m e 
A d d r e s s 

For Mall Order only: 
Software Projects, P.O. Box 12, L25 7AF 



PROJECT 

48KSPECTRUM 

PROJECT FUTURE - Your mission to teleport aboard, 
and activate the Self Destruct System, of the dreaded 
Star Ship FUTURE. 

i 

The SS FUTURE is a huge labyrinth of a Star Ship, 
covering 256 screens of the most amazing high 
resolution graphics ever seen on the Spectrum. 

FEATURES: Internal Teleport System, Space Scooters, 
Lasers, Hyperblasters, 8 Destruct Codes, Energy Barriers, 
Defence Droids, Arcade Standard, 100% machine code, 
Amazingly Smooth Graphics. 

THE ULTIMATE ARCADE ADVENTUR 

AVAILABLE NOW FROM ALL GOOD SOFTWARE OUTLETS OR DIRECT 
PRICED £6.95 INC P & P FROM: 
MICROMANIA, 14 LOWER HILL RD.. EPSOM, SURREY KT19 8LT 



Value: I s t h e g a m e r e a l l y 
w o r t h a l l t h o s e p e n n i e s ? 
H o w l o n g w i l l i t s 
a t t r a c t i o n l a s t ? I s it w o r t h 
g o i n g w i t h o u t C o m p u t e r 
& V i d e o G a m e s f o r a 
m o n t h b e c a u s e y o u r 
p a r e n t s w o n ' t g i v e y o u 
a n y e x t r a p o c k e t m o n e y 
— o r c o u l d y o u w r i t e a 
b e t t e r l i s t i n g ? 

7 HENRY'S HOUSE 

MACHINE: CBM 6 4 
SUPPLIER: English 
Software 
PRICE: £ 8 . 9 5 

DI'S BABY 

MACHINE: CBM 6 4 
SUPPLIER: Bad Taste Software 
PRICE: £ 8 . 9 5 

Two of the latest platform 
games for the 64 are loosely 
based on the Roya! Family 
and Prince Harry. 

English Sof tware have 
launched Henry's House, a 
well wri t ten, multi-screen 
game with superb graphics. 

Bad Taste software, on the 
other hand, have received 
much national publicity with a 
game that really lives up to 
their name. 

C a l l e d Di's Baby, it 
features Charles & Di and 
their latest son. There are five 
screens, involving nappies, 
p o t t i e s , d a s h e s to the 
hospital, syringes and worse. 

The graphics are crude, Ihe 
music abysmal and what 
comes out of the upturned 
potties I just don't like to 
mention. But it bears a close 
resemblance to the quality of 
the game. 

Henry's House is superb. 
There are eight screens, each 
totally different and with 
some of the most Intricate 
graphics I've seen on a 64. 

7 
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SCORE 0 0 3 4 0 0 HENSVS Ol ROOM O2 

The idea is that Little 
Henry, as he's known, has set 
out to discover the secrets of 
the hidden rooms in the Royal 
household 

He starts in ihe clothes 
cupboard and has lo find 
gloves, hats, ties and the like. 

Then, after all that dust, it's 
into the bathroom for a good 
wash. There's a beautifully-
drawn tap on this screen, with 
drops of water falling into the 
bath. 

At the top of the screen is 
the plug and, if you pull it, the 
bath empties, revealing even 
more objects for Henry to 
collect. 

The k i t c h e n is nex t , 
complete with electric tin 
opener and Kenwood Chef 
mixer. But watch out for the 
toast flying from the toaster! 

A useful thought by the 
programmer means that, 
when you are out of lives, you 
start your new game at the 
last screen you finished and 
not back in the clothes 

„ w 
£ 5 ' V 

S C O U l OOOfS.tO I I I N U V t i OA w h o m o i 

cupboard You can go back to 
the start. Ihough, if you wish. 

This is the first of English 
Software's games to feature 
a control system known as 
Romping Over Ye Anglosaxon 
Ladders. 

Quite what it means, I 
haven't a clue But f imagine 
that the initials were chosen 
firs) and then they thought of 
the words to fit round them! 

You'll love Henry's House. 

Whoever wrote Di's Baby. 
though, should be locked up 
in the Tower for a long time! 

H e n r y ' s D i ' s 
H o u s e B a b y 

• G r a p h i c s 1 0 7 
• S o u n d 8 3 
• V a l u e 9 4 
• P a y a b i l i t y 8 6 

JINN JENIE 
MACHINE: CBM 6 4 
SUPPLIER: Micromega 
PRICE: £ 8 . 9 5 
A n o t h e r n a r c i s s i s t i c 
a r cade game wh i ch 
involves you as the 
young hero (good looking 
too, no doubt) trying to 
liberate the Golden City 

from the clutches of the 
ghastly flfreet, whose magical 
guards protect the city and 
the palace courtyard. 

But for all Hfreet's pomp, 
he can be outwitted. You 

have your magic carpet 
which enables you to travel 
earth-bound or air-bound, but 
nonetheless, everyone else 
has the same idea and the 
finished result is like air traffic 
control gone wrong. 

This game reminds one of 
the rush-hour, with people 
and objects rushing in from all 
sides to knock you out. No 
sooner do you head towards 
earth than some bright spark 
gets the same idea and sends 
you crash landing into a 
horrible, matted looking heap. 
From that point of view, the 
graphics are pretty good and 

you are given a rather 
becoming turban to wear 
white on your travels. 

There are five cities, and to 
travel around them, you press 
the f ire button. It gets 
monotonous, unless you like 
that kind of thing. If you're 
lucky, you'll get as far as the 
courtyard wall and hopefully a 
window will open to let you in. 
but watch out — the sentries 
may just pull your ladder 
away and send you flying. 

On top of all this frenzied 
activity, you must light your 
torch and set off to find the 
Magic Jar, the only object 

capable of eradicating the 
evil llfreet. But first, you have 
to find and free the Wise Man 
— only he can energise the 
Magic Jar. 

Complicated and good fun. 
if a little expensive, this game 
is at least original and not 
guaranteed to bore you to 
death. The graphics have 
been carefully done, and it's a 
good idea to use a joystick as 
the action is pretty fast. 

• G r a p h i c s 9 
• S o u n d 7 
• V a l u e 8 
• P a y a b i l i t y 8 • 
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ALIEN 

IMACHINE: CBM 6 4 
SUPPLIER: Argus Press 
Software 
PRICE: £ 8 . 9 9 

Based on the now 
infamous film, this game 
is a sad disappointment, 
with appalling graphics, 
sickly colours and very 

little action. 
You choose from seven 

different personalities, who 
all reside in the Nostromo, a 
space ship. The idea is to 
command the crew and stop 
the Alien reaching earth. 
Easier said than done, since 
the characters have a habit of 
lodging themselves in one 
place and not budging an 
inch, no matter what you do, 
while the alien darts arouind 
all over the place — usually 
clockwise, but sometimes 
anticlockwise depending on 
where you shove the joystick. 

You are supposed to be 
able to move your characters 
through the three decks, 
collecting weapons as you go 
— the only problem is that if 
you select MIDDLE DECK1 

you are liable to find yourself 
on 'LOWER DECK' instead. 
Your characters will have a 
habit of disappearing without 
trace while your Alien shows 
distinct signs of hyperactivity 
and frustration, unable to find 
a living thing in sight. Poor 
Alien. You end up feeling 
more sorry for him than for 
the characters, especially 
since his aim is survival and 
he needs unsuspec t i ng 
people to jump on. 

What is supposed to be 
vaguely frightening back-
ground music sounds more 
like an old Coke can dancing 
on a derelict tin roof — 
irritating, to say the least. 

Meanwhile, the bottom of 
the screen is a little more 
helpful and tells you what 
morale is like as well as who 
else is in the vicinity — it also 
reports on your character's 
progress. 

For some reason the 
characters in this game are 
practically immobile, or just 
plain lethargic — it seems 
odd that the joystick will 
motivate the alien but not the 
character, giving an overall 
impression that the game 
would be bet ter ca l led 
Cluedo. 

The last straw is the 
occasional written inform-
ation that comes up on 
screen. This is impossible to 
read, as the characters are so 
ill-defined and in different 
flashing colours, which bleed 

8 JJUMP CHALLENGE 
MACHINE: CBM 6 4 
SUPPLIER: Martech 
PRICE: £7 .95 
The Commodore version 
of the official Eddie Kidd 
game follows much the 
same game plan as the 
S p e c t r u m v e r s i o n , 
reviewed here. But the 

graphics and sound are 
superb — outshining the 
Spectrum game by miles. 

Eddie and his machine are 
drawn and animated perfectly 
— and the improved graphics 
make the game much more 
p layab le . The c rash ing 
routine is great — with an 
ambu lance s i ren sound 
w a i l i n g a w a y i n t h e 
background. 

Your computer also flashes 
up encouraging messages — 
like " I hope you like hospital 
food" when you've bitten the 
dust for the umpteenth time. 

The Commodore Eddie 
Kidd Jump Challenge is well 
worth getting on your bike 
for! 

• G r a p h i c s 8 
• S o u n d 8 
• V a l u e 7 
• P l a y a b i l i t y 8 

9 JUMP CHALLENGE 
MACHINE: Spectrum/ 
keyboard or joystick 

Martech ISUPPLIER: 
PRICE: £6 .95 

If you've ever wondered 
what it's like to jump over 
a row of cars on a high 
powered m o t o r c y c l e 
then the official Eddie 

Kidd Jump Challenge could 
be the game for you. Martech 
got a lot of help from Eddie 
while programming the game 
and they have included a 
competition to win a BMX 
bike, micros and colour TVs 
with the game. All you have to 
do is jump over more cars 
than anyone else. 

You start your jumping 
career on a bicycle just to get 
a bit of practice — leaping 
over barrels. Once you've 
cleared the barrels you move 

on to the bike proper. You 
have to judge the distance 
away from the ramp in order 
to get up enough speed to 
clear the cars. Each time you 
clear the row of autos morel 
are added. 

A crucial skill to master is] 
the control of the riders 
stance on the bike. To make 
things a bit more difficult 
there is also a random wind 
conditions feature. The rider 
has to allow for the breeze | 
when going for the jump. 

That's about all there is to) 
the game. It's simple, but 
quite addictive if you're a bike I 
fan. The graphics are simple 
but effective and the bike I 
sound effects pretty good, 
particularly liked the crashing | 
graphic routine 

Versions of the game arel 
a l so a v a i l a b l e for the 
C o m m o d o r e a n d BBC/1 
Electron. 

• G r a p h i c s 8 
• S o u n d 7 
• V a l u e 8 
• P l a y a b i l i t y 8 

into the black screen back-
ground, giving the impression 
of a psychedelic rainbow 
rather than written inform-
ation. 

If you're in the Lab or the 
Living Quarters and you 
remove the g r i l l , your 
character wil l disappear 
altogether and perhaps leave 
a lone cat leaping aimlessly 
around the screen. 

Even the Alien gets scared 
and has to be found from time 
to time — I eventually located 
him cowering in the Infirmary. 

Argus Press Software say 
that, in order to succeed with 
this program, you have to 
unde rs tand peop le and 
predict how they will behave. 
This appears to be a gross 
exaggeration as the only thing 
you have to predict is how the 
joystick is going to react. 

The game has less to do 
with people than anything I 
can possibly imagine and I 
wouldn't shell out 30p on a 
game of this sort, let alone 
the asking price, which is 
phenomenal for whal you 

actually get. 
Programmer Paul Clansey 

may have had good intentions 
but he certainly doesn't do 
justice to the film, with the 
game's Alien behaving more 
like Tinkerbell in Peter Pan 
than a monster that gets 
inside one's digestive system 
and fights its way out when it 
feels like it. 

• G r a p h i c s 1 
• S o u n d 6 
• V a l u e 2 
• P l a y a b i l i t y 2 
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•••7 busy characters, 10 tost chords, 12 hours, 48 Traffic Wardens, 
95 London Tube Stations, 126,720 square feet of London, 
7 million Londoners...943 action filled screens. 

PAUL MCCARTNEY'S U s ^ ^ 

When the \ 
music stops, 
the mystery 
begins... 

l A n t s h t s I 
SoftnajvfHn )̂ 



R E V I E W S 
PSI WARRIOR 

IMACHINE: CBM 64/ 

keyboard or joystick 
SUPPLIER: Beyond 

Software 
PRICE: £9 .95 
Hot on the heels of 
Pystron c o m e s Psi 
Warrior — Beyond's 
l a t e s t c o m p u t e r 

superhero 
It appears that the Earth is 

threatened by a race of 
strange Psi creatures You'll 
have to read the Psi Warrior's 
story in the 25-page booklet 
which comes with the game 
to find out all the details — 
we just haven't got space 
here! 

In any event, the Psi 
Warrior's job is to go to the 
disused underground silo in 
the Nevada desert where the 
Psi creatures have their base 
and destroy the mysterious 
Source — the centre of their 
power. 

The Psi Warrior is armed 
with a special anti-Psi weapon1 

and a Hover Board to get him 
around the many levels of the 
silo. He has to net the Psi 
creatures and their sidekicks, 
the Id creatures, and also 
look out for Pupae — humans 
transformed by the Psi into 
mental energy. 

The screen display shows 
your Psi Warrior zapping 
around the silo on his Hover 
Board. He can also move 
from level to level using lifts 
and ramps. His board can be 
damaged — so you have to 
w a t c h w h e r e y o u a re 
hovering! 

It has the capacity to repair 
itself — but this is limited and 
you could end up stuck half 
way down the silo with no 
means of movement if you 
are not careful. 

The lower you go, the 
fiercer the Psi creatures get 
— but if you are clever 
enough, you can gain extra 
powers on your way down to 
the Source which will aid your 
quest — powers like invisi-
bility and levitation. The Psi 
Warrior can also teleport himself out of trouble. 

The game concept is 
extremely complex — as 
you'd expect from layo Olowu 
and Paul Vosey. the people 
who brought you Pystron — 
and you need to lead that 
25-page booklet thoroughly 
before playing the game 

The animation of the Psi 
Warrior and his Hover Board 
is excellent — and playing the 
game is strangely very 
relaxing. 

However, netting the Psi 
creatures and finding your 
way down to the Source — 
which is very difficult — just 
doesn't seem to be enough. 
I'd like something more to be 
happening on screen. The 
instrumentation is confusing, 
too. Overall an interesting 
game but just not exciting 
enough! 

• G r a p h i c s 8 
• S o u n d 7 
• V a l u e 7 
• P l a y a b i l i t y 7 

1 0 JUNGLE QUEST 
MACHINE: CBM 64/ 
joystick or keyboard 
SUPPLIER: Solar Software 
PRICE: £7 .95 
Not another Pitfall rip-off. 
I thought as Solar's 
Jungle Quest dropped 
onto my desk. With a 
sl ightly anti-feeling I 

loaded the game up and 
c a m e a w a y e x t r e m e l y 
surprised! 

Jungle Quest has elements 
of Pitfall, but the game is still 
pretty original The basic idea 
of the game is to help Jungle 
Jim rescue Jane from the 
cannibals' cooking pot — 
braving many jungle dangers 
along the way He begins his 
quest being chased by a lion 
white unseen natives throw 
spears at him. He has to duck 
and jump the spears while 
keeping ahead of the roaring 
lion (a neat sound effect!) — 
who wants to take a bite out 
of our hero. 

Then Jim has to swing over 
a swamp infested with man-
eating plants, swim a river full 
of evil looking crocodiles. 

climb a mountain dodging 
rolling rocks and then finally 
take on the cannibal witch-
doctor who is putting poor old 
Jane in the pot for his evening 
meal! 

Jungle Quest is addictive 
and very playable. The 
graphics are pretty and the 
sound is nice too — a great 
version of I Want to be Like 
You from the Jungle Book 
movie plays over the intro 
screen and The Rivers of 
Babylon tinkles away as you 
play. 

One m i n o r p o i n t of 
criticism. I did find it difficult 
to spot the spears coming at 
me in the first of the five 
screens. A different colour 
choice would have made all 
the difference. 

Overall, a nice looking 
game with that extra added 
m y s t e r y i n g r e d i e n t — 
playability! 

G r a p h i c s 
S o u n d 
V a l u e 
P l a y a b i l i t y 

IMACHINE: Amstrad 
SUPPLIER: Microbyte 
PRICE: £5 .95 

At last! some decent 
software for the Amstrad 
is appearing. 

In this Q'Bert game 
from Microbyte you have 
to guide our long-nosed 

friend round the screen, 
hopping from cube to cube 
As he hops on to a block it 
changes colour. Change all 
the blocks on the screen and 
you move to the next one. 

On early levels, it only 
takes one hop to change the 
cube but on harder levels 
you'll need two or three jumps 
on to a square before it 
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becomes the right colour. 
Like the original arcade 

version of ihe game, there are 
various creatures chasing 
you round the screen and. if 
you touch one, you'll lose a 
life. 

Coily is a snake while Boris 
is a Gorilla. If you manage to 
catch Boris's banana you get 
double points. 

There's a strange-looking 
hat with a helicopter blade on 
top. If you get this, you can fly 
up or down the screen by two 
l e v e l s t o e s c a p e t h e 
approaching aliens. 

The game has a choice of 
ten levels, each with four 
different screens, so it should 
keep you amused for some 
time. 

The graphics are good on 
our colour monitor but, like all 
Amstrad games, it'll lose a lot 
on a green screen. 

Sound is average, though 
you can of course turn it down 
if you want, 

Er'Bert is certainly among 
the best of the limited range 
of Amstrad software currently 
available. 

• G r a p h i c s 8 
• S o u n d 7 
• V a l u e 8 
• P l a y a b i l i t y 8 

MUTANT CAMELS 

IMACHINE: Atari 
SUPPLIER: Uamasoft 
PRICE: £ 7 . 5 0 

In this conversion from 
an original game for the 
Commodore 64. you 
have to save the earth 
from an invasion of giant 
camels. 

We make no apologies for 
digging out this game. We 
haven't had any new Atari 
software in this office since 
September. Talk about the 
machine time forgot! Anyone 
got any new Atari stuff out 
there? 

Some decidedly unfriendly 
aliens have perfected their 
genetic engineering to turn a 
normally friendly camel into a 
90 toot high monster. 

These beasts are shielded 

12 GRAND PRIX 

IMACHINE: BBC 
SUPPLIER: Software 
Invasion 
PRICE: £ 9 . 9 5 

This o f fe r i ng a lmost 
b e c a m e the o f f i c i a l 
Acornsoft Grand Prix 
game but. for reasons 
best known to them-

selves, Acomsott chose the 
version programmed by the 
author of Aviator. 

Software Invasion's Grand 
Prix is yet another micro 
driving game, although the 
graphics are better than 
most. 

Your car is drawn- in hi-res 
graphics at the front of the 
screen, complete with rev 
counter, speedometer and 
gear indicators. 

Using keyboard or a joy-
stick, accelerate and shift 
into first gear Your car 
begins to move forward, 
giving you a driver s eye view 
of the road. As you steer left 
and right, the view of the road 
changes but your view of the 
car stays the same, 

Straight away I noticed that 
your car takes up the whole 
width of the road. So to I 
overtake another car, you 
have to drive with half the car 
on the grass! 

This is no real problem, as 
the program lets you drive 
most of the race on the grass, 
but there are occasional 
obstacles which will hit you 
unless you move back to the 
main road. 

As far as scenery goes, 
there are some mountains on 
the horizon which move from 
side to side as you go round 
bends. Most of the race takes 
place on straight lengths of 
road, though, which can get 
boring if they are too long. 

Changing gear involves 
pressing the fire button on the 
joystick while pointing the 
trigger either up or down. 
Moving left or right will steer 
you in the relevant direction. 

Graphics are good and 
sound effects are included. A 
volume control is provided by 

use of the 7 and 8 keys, which 
is useful as the sound doesn't 
come from the TV speaker. 

Not the best game I've 
seen for the BBC, and slightly 
overpriced. Unless you're a 
fan of road race games, save 
your money. 

• G r a p h i c s 8 
• S o u n d 8 
• V a l u e 8 
• P l a y a b i l i t y 8 

POSITION 

IMACHINE: BBC 
SUPPLIER: Atarisoft 

Games 
PRICE: £ 7 . 9 9 
Computer games are 
very like films. Every now 
and then a real classic, 
something really special, 
c o m e s a long w h i c h 

shocks critics into raptures of 
praise 

The film industry has been 
plagued for years with re-
makes and endless sequels to 
success fu l movies. Pole 
Position, too, was.acclaimed 
as a classic computer game 
— one of Atari's shinning 
s u c c e s s e s . Sad ly , their 
version for the BBC has about 
as much punch as Son of 
Rocky IV. 

When you load the game 
up on your BBC you are given 
a frozen view of the racing 
car and track. Everything 

looks fine, just like the Atari 
version. Unfortunately, when 
t h e g a m e s t a r t s , a n y 
resemblance to the Atari Pole 
Position disappears utterly. 

The g a m e uses four 
different keys to control the 
racing car, the space bar is 
for changing between low and 
high gear, the A and S key act 
as the steering wheel and the 
return key as the brake. 

As you steer left and righi. 
the view of Ihe road changes, 
but instead of the smooth 
animation and movement I'd 
expected, the sides of the 
track began to break up and 
the mountain scenery in Ihe 
background began to flicker. 

The game also appears to 
be very easy to play, There's 
no real challenge and passing 
several cars at a time, even 
on corners, is not a difficult 
task as the cars very rarely 
try to change lanes 

The graphics are good, but 
spoilt by the flickering. 

The game comes in the 
usual high quality packaging 
you would expect from Atari 
and includes a chart which 
allows you to follow the 
fortunes of your Grand Prix 
heroes over the season. 
There is only one small 
problem — the chart is for 
lasi year's season. 

• G r a p h i c s 
• S o u n d 
• V a l u e 
• P l a y a b i l i t y 

7 
7 
6 
6 
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by neutronium and have in-
built lasers as defence 

In control of your tiny 
fighter plane, you must fire at 
the beasts, weakening them 
until they can go on no longer 

Attack is a s ideways 
scrolling game, stretching 
over ten screens. At the top of 
the current screen, a small 
representation of the whole 
game is shown so that you 
can work out your position 
and the distance to the 
nearest camet. 

The group is gradually 
marching towards the side of 
the screen and, if they make 
it, the planet Earih will have 
been destroyed and you are 
branded a failure. But score 
enough hits and the camels 
will be wiped out one by one. 

I! you've wished that your 
Atari could have the same 
games as your friend's 64, 
then now's the time to start 
catching up. 

E V I E W S 

control a little chap who has 
to work his way around the 
many rooms of a Centipede-
style maze picking up bags of 
gold. There are nasties out to 
get you as you go for gold — 
which make life even more 
frustrating as they move in for 
the kill pretty swiftly 

Overall not a very exciting 
game. There's better about 
— even tor the poor Vic. 

• G r a p h i c s 9 
• S o u n d 9 
• V a l u e 8 
• P a y a b i l i t y 7 

• G r a p h i c s 5 
• S o u n d S 
• V a l u e 5 
• P a y a b i l i t y 4 

MAZE GOLD 
MACHINE: Vic 20/ 

keyboard or joystick 
SUPPLIER: Visions 
PRICE: £5 .95 
Maze Gold is a very basic 
maze game 'wi th very 
basic graphics and game 
play which is basically 
very frustrating! You 

MAGIC R'ABOUT 

IMACHINE: Spectrum 48k 
SUPPLIER: CRL 
PRICE: £6 .95 

Douga l was in the 
Enchanted Garden of 
The Magic Roundabout. 
As always, he was trying 
to find some sugar lumps 
to eat, which someone 

had scat tered over the 
ground. 

" L o o k " , said Dougal. 
"Someone's left all this sugar 
around It's just what I need 
to keep my strength up while 
I'm trying to build my house." 

Br ian a r r i ved . " H e l l o 
Dougal", he said. 'Hello 
Brian", said Dougal. "Don't 
touch me", said Brian, "or 
you'll lose a life That's what 
happens in these computer 
games." "Pardon?", said 
Dougal "Do you mean that I 
can't touch anything that 
moves?" "Got it In one", said 
Brian. 

Mr McHenry shot past on 
his trike. "Can't touch me 
e i t h e r " , he p a n t e d . 
Ermrntrude appeared "Well, 
hello dears", she said " I 
hope you're all enjoying the 
game. Whoever drew me is 
pretty good with computer 
graphics." 

Dylan arrived. "Hey man, 
what's all this excitement?", 
he said "Can't I get back to 
sleep?" Dougal appeared. " I 
don't know why you're so 
h a p p y ' ' , he s a i d t o 
Ermintrude "you may have 

been drawn well but I look like 
a loo brush. And the screen 
scrolling is awful. Now, if 
you'll excuse me I've got a 
house to build. And I'm 
almost out of sugar." 

Florence appeared. "Hello 
everyone", said Florence. 
" H e l l o F l o r e n c e " , said 
Dougal. "Are you in this game 
as w e l l ? " " Y e s " , said 
Fforence. "Seems we all 
are." 

" I told CRL that I could 
have done some better sound 
effects for this game"., said 
Dylan, "but they wouldn't 
listen. Now hear what they've 
done to it. It's awlul." 

"Bother!" , said Dougal. 
rushing past. " I 'm out of 
sugar and I 've used up all my 
lives. I bet the game will end 
now." 

He heard a springing 
sound, and looked up. "Time 
for bed", said Zebedee. 

• G r a p h i c s 
• S o u n d 
• V a l u e 
• P a y a b i l i t y 

THl 
BAl 
• Yo 
car/I 
• Yto 
miu 
smo 
. So 
grap 

T h i s i s s u e w e i n t r o d u c e a n e w f e a t u r e — a rap id r o u n d - u p of n e w r e l e a s e s for c o m p u t e r s t h a t are 
N O T S p e c t r u m s or C o m m o d o r e 6 4 s ! For t h o s e of y o u w i t h o t h e r m a c h i n e s , it m i g h t j u s t s e e m tha t 
they a r e t a k i n g over t h e w o r l d — b u t t h e r e are s o f t w a r e h o u s e s w r i t i n g g a m e s for o t h e r m a c h i n e s too . 

AMSTRAO 

VIC 20 

A T A R I 

BSC 

Level 9 Computing 
Addictive Games 
Computersmith 
Cases Computer 
Simulations 
Anirog Software 
Am soft 

Microbyte Software 
ASK 
Alligata 

Amsoft 

Software Projects 
Software Projects 

R a y H o d g e s A s s o c 
S c o r p i o G a m e s w o r l d 
C . S . M . 

Return to Eden 
Football Manager 
Roland Ahoy 

War Zone 
Flight Path 737 
Astro Attack 
Quack a Jack 
Roland on the Run 
•Er & Bert 
Number Painter 
Blagger 
Son of Blagger 
Fruit Machine 
Amsword 
Hi Soft Pascal 4T 

Fatty Henry 
Revenge of the Quadra 

Space Shuttle 
Cavern Commander 
Henri 

Software Projects 

Catalyst 
Romik Software Ltd 
Blandfold Software 

Ledgeman 
Ewgeebez 
Crypt Capers 
Pole Postion 
Titans 
Family Quiz 
The Dots 

ELECTRON Microbyte Software 
Century Software 

MSX Eclipse Software 
ASK 
Microcom Comms Ltd 

Kuma 

English Software 
MRM Software 
Microbyte Software 
Century Software 

Jet-Boot Jack 
Artist 
30 Space Ranger 
PCW Games Collection 
Starfinder 
The Horse Lord 

Argus Press Software Savage Pond 

TEXAS 

DRAGON 

Absolute 
Sceptre Software 

Cambrian 
Computersolve 
Beau-jolly 
Cable Software 

ORIC/ATMOS Orpheus Ltd 

'Er & Bert 
PCW Games 
Collection 
Starfinder 

Hot Shoe 
I Number Painter 
IWaffle 
Swamp 
IGI 
NUG — IT 
Superchess 

Robactlve 
Sloopy's Christmas 
( + Musi load) 

Snow Queen 
Arcadia 
Fantasy Flight 

Trouble in Store 
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T H E ARCADE WINNERS 

HUNTER 
THE OFFICIAL HOME VERSION OF 
MU.Y MIDWAY'S ARCADE HIT 
• Ybu control the turbo charged race 
tirfltydro spy boat. 
• You control a deadly arsenal of 
missiles, machine guns, oil sticks and 
moke screens. 
•Sophisticated spy-challenging 
jrcphlcs. 

r4y 

U.S. Gold is s tocked by 
fjg ĵ'.u.i'M.uui wildings 
wooiwofrm whsmith, 

Rumbe lows 
and Spectrum Shops 

Exclusive i 
aMO&and' 

• X T V 

f ^ ^ ^ f 

1 

jrers for \ 
tr • y\ 

WDWAY 

<s\ L 
COMMODORE 

9 95 
12 95 

Fori 
Centre Soft , Uni 

j le and t r a d e c M a l l t i 
Parkway Indt .Birmingham B7 4LS Jhone; 021-359 302Q. Telex: 337268. 



System 3 Software PRESENTS 
Multi Arcade Activity 

ssssss From America 

3 sot™**1 

^ r i 
HO* n .95 

1 £1.00 per aamt' oidi 



Otoe you brzave enough 
to enter* the savage wonld 

of mighty conanZ 
You've e x p e r i e n c e d his 

barbaric w o r l d in movies , 
nove ls a n d comics. N o w Conan 
is ready to spring to l i fe in 
your h o m e . 

So f lex your muscles and 
prepare to d o ba t t le . 

Your mission is to slay Conan's 
w i c k e d rival a n d br ing h o m e a 
b o u n t y o f gems. Blocking your 
w a y are f i re -breath ing dragons, 
poisonous scorpions, vicious 
bats a n d o ther d e a d l y 
adversaries. 

I f tha t wasn ' t enough , y o u also 
have to fight your w a y t h r o u g h 
dark caves a n d dangerous 
dungeons, w h i l e l o o k i n g out for 
myster ious creatures w a i t i n g 
thei r m o m e n t to a t tack! 

A 
ATARI 

C o m m o d o r e 64/ 
Atar i D isk 
C o m m o d o r e 64/ 
Atari Cassette 

£14.95 

£9.95 

from Dab\3oft 
THE LEGENDARY 

Bftice Lee 
Twenty Secret Chambers • Dazzling Graphics 

• Unique Multiple Player Options 
Spectrum 48K £7.95 
C o m m o d o r e 64 Cassette £9.95 
C o m m o d o r e 64 Disk £14.95 
Atari Disk/Cassette £14.95 mm: 

k m 
U.S. Gold Limited. Unit 10, 

Parkway Industrial Centre. Heneage Street. 
Birmingham B7 4LY. Tel: 021}$9 3020. 

t«4ntvt>l 
l.mut of 



pf.nl 
48K SINCLAIR ZX SPECTRUM 48K SINCLAIR ZX SPECTRUM 

"KNIGHTLORE", "UNDERWURLDE", "SABRE WIRE" , and " S T A I T O f KARNATH" recommended retail 
price £ 9 . 9 5 inc VAT. Avai lable from W.h.SMITH, BOOTS, J.MENZ1ES, WOOLWORTHS and all good 

software retai l outlets. Also avai lable from ULTIMATE PLAY THE GAME, The Green, 
Ashby-de-la Zouch, Leicestershire LE6 5JU (P&P are included) Tel: 0 5 3 0 4 1 1 4 8 5 



Doomdark's Revenge 
Part 3 

P A R T 3 M O R K I N ' S Q U E S T 

In this episode of Doomdark's Revenge you 
take the part of Morkin. son of Luxor the Moon-
prince. To play you will need two dice, a pencil 
and a rubber. You should also take a glance 
down these simple rules. 

BATTLES 
If you have to fight with Morkin or his 10 Fey 
Warriors, this is done by using the dice. 
Battles are fought through a character's skill 
taking hits against his opponent's stamina. 

So, if your character's stamina is 8 and his 
opponent's skill is 7, every time his opponent 
throws 7 or under with the two dice, your 
stamina goes down by one point. If it reaches 
zero, you are dead. Stamina is not replaced. 

When the Fey warriors go into battle, their 
stamina is equal to their number. If all 10 are 
alive they have a stamina of 10. Each drop in 
stamina means one warrior less. 

MAGICAL POSSESSIONS 
Morkin has three magical possessions which 
he carries in his backpack: an axe Dragon 
Slayer which adds one to his skill in battles, a 
Ball of Fire which can give off tremendous 
heat and The Cup of Dreams which will revive a 
whole platoon of men. 

Tarithel rescued Morkin last issue but now he sets off on his own 
quest across the inhospitable land of Ice mark. 

This is the last in this series of Fighting Fantasy novelettes 
based on Beyond Software's best-selling Lords of Midnight and 
Doomdark's Revenge. 

Can you help Morkin survive the rigours of Icemark...? Turn to 
Competition page 30 to win Commodore 64 versions of Lords of 
Midnight. 

THE CHART 
The chart below enables you to keep track of 
the game. Every time a possession is lost it 
should be crossed off, every time a man is 
killed, he must be removed. You should also 
cross off lost stamina points. 

IMORN THE ARCHER 
Among your troop ot 10 warriors is an 
exceptional archer, (morn. He may be of great 
use in the quest and should be kept alive if 
possible. 

SKILL 
Morkin starts the game with a skill of 9 and a 
stamina of 8. His warriors have a combined or 
individual skill of 9 and a stamina ol 10 (one 
point for each of their number). Skill can be 
used in all sorts of situations — not just 
battles. 

PLAYER CHART 
Morkin 
Skill: 9. Stamina: 1 , 2 , 3 , 4 , 5 , 6 , 7 , 8 . 
Weapon: Sword or Dragon Slayer the Axe 
(which adds one to Skill). 
Possessions; Axe, Ball of Fire, Cup of Dreams. 

The Fey 
Imom: 2,3,4,5,6,7,8,9,10. 
Skill: 9. 

1) T a r i t h e l . a i d e d b y h e r m a g i c a n d a 
b a n d of g o o d l y F e y w a r r i o r s , has 
r e s c u e d the p r o u d M o r k i n f r o m his 
i m p r i s o n m e n t i n the Pit o f A l a z o r n e . 
M o r k i n l ea rns that his fa ther , L u x o r 
t h e M o o n p r i n c e o f M i d n i g h t , is a lso 
in the l a n d of I c e m a r k . 

L u x o r a n d R o r t h r o n t h e W i s e a r e 
e v e n n o w ra is ing a n a r m y to try a n d 
d e f e a t the m i g h t y S h a r e t h t h e Hear t -
s tea le r , E m p r e s s of I c e m a r k , S h a r e t h 
it w a s w h o i m p r i s o n e d M o r k i n to 
t e m p t L u x o r in to I c e m a r k , t h e r e to 
t rap a n d d e f e a t t h e M o o n p r i n c e . 

M o r k i n d e c i d e s to s e n d T a r i t h e l 
b a c k to the F o r e s t o f F a n g r i m w i t h 
most o f t h e F e y t r o o p to ra l ly a r m i e s 
to Luxor 's b a n n e r . 

N o w t a k e the par t of M o r k i n as h e 
e m b a r k s o n his ques t w i t h the a r c h e r 
I m o m a n d tu rn to n u m b e r 2. 
2) B e f o r e y o u rise t h e g r e a t a n d 
t r e a c h e r o u s p e a k s a n d icy passes o f 
t h e K a h o r t h a r g b u t y o u h a v e h e a r d 
te l l of a n u n d e r g r o u n d p a s s a g e 
t h r o u g h c a v e s b e n e a t h the m o u n t a i n s 
w h i c h s h o u l d b r i n g y o u r sma l l par ty 
out o n t h e o t h e r s i d e . T h e Pit of 
A l a z o r n e , w h e r e y o u w e r e h e l d c a p -
t ive , is a sma l l c o l l e c t i o n o f c a v e s cut 
i n the s i d e o f a d e e p c h a s m . 

T h e r e a r e p a s s a g e s w h i c h l e a d off 
f r o m t h e b o t t o m of t h e g a p i n g h o l e , 
cut b y t h e D w a r v e s a n d p o s s i b l y still 
i n h a b i t e d b y this s e c r e t i v e r a c e . 
L o o k i n g d o w n in to t h e p i t , y o u n o t i c e 
that t h e r e a r e s o m e smal l , i l l -used 
s t e p s c u t a w a y , l e a d i n g d o w n 
t h r o u g h a lmost s h e e r s t r e t c h e s o f 
w a l l . 

I m o r n r e c o m m e n d s that y o u use 
the r o p e s t h e y b r o u g h t w i t h t h e m 
f r o m the Fores t o f F a n g r i m to s c a l e 
d o w n the d e p t h s . 
• D o y o u t a k e his a d v i c e a n d use the 
r o p e s ? T u r n to 12. 
• D o y o u d e c i d e to risk t h e steps? 
T u r n to 18. 
J) O v e r t h e n e x t s e r i e s o f p e a k s a n d 
at last y o u c o m e to t h e e n d o f t h e 
m o u n t a i n s . B e n e a t h y o u l ies a g r e a t 
pass l e a d i n g out o n t o t h e p l a i n s o f 
G l o r m a n e . O n t h e p la ins mass t w o 
h u g e a r m i e s . F r o m t h e d i s t a n c e y o u 
r e c o g n i s e y o u r fa ther 's b a n n e r f l y i n g 
p r o u d l y o n o n e s i d e w i t h m a s s e d 
r a n k s of F e y a n d Barbar ians . T h e r e 
a r e e v e n s o m e D w a r v i s h c o n t i n g e n t s 
p r e s s e d i n a m o n g t h e m . 
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O n t h e o t h e r s i d e of t h e p l a i n s l ie 
the s e r r i e d r a n k s of Share th 's a r m i e s 
w i t h I c e l o r d s a n d s p a r s e l e g i o n s o f 
g iants. T h e r e too a r e t h e D w a r v e s , 
r e a d y to f ight aga inst t h e i r b r e t h r e n . 
T h e t w o a r m i e s s e e m w e l l - m a t c h e d . 

S u d d e n l y y o u n o t i c e a g r e a t c o m -
m o t i o n a n d t h e pass b e l o w y o u fills 
w i t h a g r e a t c o n t i n g e n t o f g iants . 
M a n y ride the h u g e e l k s o f the m o u n -
tains. T h e y l o o k a p o w e r f u l a n d 
d e t e r m i n e d f o r c e , c a p a b l e o f mat -
c h i n g e i t h e r s i d e a l r e a d y o n t h e 
b a t t l e f i e l d a n d t h e i r b a n n e r s a n d 
s h i e l d s spor t hast i ly d r a w n p r o f i l e s of 
a w o m a n ' s h e a d . 
• D o y o u inst ruct y o u r a r c h e r s to 
o p e n f ire? G o to 21. 
• W a i t a n d s e e w h i c h s i d e o f t h e ba t -
t l e f i e l d t h e y h e a d t o w a r d s ? G o to 14. 
• T r y to p u s h b o u l d e r s d o w n o n the i r 
h e a d s ? G o to 43. 
• U s e the Ball of F i r e (if y o u stil l h a v e 
it w i t h y o u ) b y h u r l i n g it i n to t h e s n o w 
o n t h e m o u n t a i n s i d e ? G o to 25 . 
4) N o t h i n g for a l o n g t i m e a n d t h e n a 
harsh w h i s p e r e d v o i c e a h e a d o f y o u 
b r e a k s the q u i e t . 
• D o y o u l i g h t the t o r c h e s a n d r u s h 
f o r w a r d , r e a d y to d o bat t le? G o to 28. 

, • T h r o w a lit t o r c h a h e a d o f y o u a n d 
| shout a f te r it. a s k i n g w h o is t h e r e ? G o 
| to 26. 
® 5) T h e f o u n t a i n is frozen o v e r a n d a 
; l o n g je t of w a t e r is c a u g h t in m i d - a i r , 
t I n its bas in , y o u c a n sti l l its l i f e - g i v i n g 
| w a t e r s b e l o w t h e i c e . 
5 • Y o u c a n u s e t h e s w o r d to b r e a k 
I t h r o u g h t h e i c e . G o to 51. 

• U s e t h e ba l l . G o to 35. 

6 ) T h e m a i n p a s s a g e f o l l o w s its p a t h 
n o r t h w e s t a n d n o w starts to c l i m b 
s t e e p l y . Y o u t r a v e l o n for m a n y m i l e s 
a n d e v e n t u a l l y find the w a l l s o f t h e 
p a s s a g e a r e s t u d d e d w i t h lit t o r c h e s . 
Lesser p a s s a g e s l e a d of f o n e i t h e r 
s i d e a n d g r e a t s ta i rways l e a d the 
m a i n p a t h e v e r h i g h e r . A n e w c h i l l i n 
the a t m o s p h e r e s u g g e s t s a n e n d to 
y o u r u n d e r g r o u n d s o j o u r n at the e n d 
of a d a y a n d n i g h t ' s t rave l l i ng . T h e 
p a r t y e m e r g e s into the l ight of d a y 
from a g a t e w a y bu i l t h i g h i n t h e 
m o u n t a i n s a n d c o v e r e d i n D w a r v i s h 
r u n e s . 
• G o to 10. 

7) Y o u b r i n g for th the c u p a n d t h e r e 
is e n o u g h for o n e s ip o f its hea l th -
g i v i n g b r e w , for e a c h o f y o u r p a r t y . 
T h e c u p t h e n m a g i c a l l y d i s a p p e a r s . 
But it has d o n e its w o r k — y o u al l at-
t ack the m o u n t a i n w i t h n e w v i g o u r . 
• G o to 49. 
8) T h e r e is a d a n k n e s s al l a r o u n d a n d 
the m e n g e t rest less o n the l e d g e . 
C a l l i n g for a lit b r a n d , y o u l o w e r it o n 
t h e e n d o f t h e r o p e a n d n o t i c e it 
f in ishes 10 fee t a b o v e t h e r u s h i n g 
to r ren t . 

But, in t h e l ight of t h e flame, y o u 
s e e that a n o p e n i n g has b e e n c u t in 
the r o c k just b e l o w the r o p e ' s e n d 
a n d a short s w i n g w i l l c a r r y a m a n in-
to it. 
• G o to 11. 
9) T h e ridge l o o k s d o w n o n a bat t le -
field w h e r e t w o m i g h t y a r m i e s a re 
m o v i n g in to p o s i t i o n to d o bat t le . A 
c o m m o t i o n d r a w s y o u r a t t e n t i o n 
b a c k to a h u g e host o f g iant fo lk 
r a c i n g t h r o u g h the pass b e l o w y o u . 
T h e d r a g o n snorts at t h e i r b l o o d - r e d 
b a n n e r s , p a i n t e d w i t h the p r o f i l e o f a 

w o m a n a n d m a k e s to l e a p of f the 
ridge to r e n e w his fray. 
• D o y o u o r d e r y o u r m e n to h e l p t h e 
d r a g o n b y firing a r r o w s into the 
giants? G o to 23. 
• T e l l the d r a g o n to w a i t a n d , ins tead , 
t ry to c r e a t e a n a v a l a n c h e ? G o to 48. 
10) H o l d i n g c l o a k s t ight aga inst the 
b i t t e r w i n d s , y o u b e g i n a s l o w d e s -
c e n t d o w n a n i c y p a t h in to a w i d e 
s h a l l o w v a l l e y . But a f t e r o n l y t w o 
hours m a r c h i n g , t h e v a l l e y a h e a d 
s w a r m s w i t h u n f u r l e d b a n n e r s a n d 
the i c e e c h o e s to h o o f b e a t s as a 
m i g h t y a n d w e l l - e q u i p p e d a r m y a p -
p r o a c h e s . O n s e e i n g y o u r m e n , a 
smal l p a r t y o f r i d e r s h u r r i e s a h e a d 
a n d conf ron ts y o u . 

H o p e l e s s l y o u t n u m b e r e d — t h e r e ' s 
o v e r 1,000 r i d e r s i n the a r m y — y o u 
a l l o w y o u r s e l f to b e b r o u g h t b e f o r e a 
fierce w a r r i o r c o m m a n d e r . H e sits 
a s t r i d e a g r e a t b l a c k c h a r g e r a n d his 
frosted h e l m is d e c o r a t e d w i t h t h e 
h o r n s of t h e m i g h t y i c e - e l k s w h i c h 
r o a m the m o u n t a i n passes . 

I n t r o d u c i n g h i m s e l f as B r e n t m e r e , 
I c e l o r d of the F r o z e n E m p i r e , h e asks 
w h o y o u m i g h t b e a n d w h a t q u e s t 
y o u p u r s u e . 
• D o y o u te l l the t ruth, o m i t t i n g 
n o t h i n g ? G o to 47. 
• P r e t e n d that y o u a r e m e r e a d v e n -
t u r e r s s e a r c h i n g o u t D w a r v i s h 
t r e a s u r e i n the mounta ins? G o to 41. 
11) Bare ly a b o v e t h e w a t e r y o u co l -
l e c t y o u r m e n a n d y o u r w i t s i n a 
d a m p p a s s a g e , c h i p p e d from the 
h a r d r o c k . T h e m e n s e e m u n c e r t a i n 
w h e t h e r to l ight the i r t o r c h e s in c a s e 
it d r a w s a t t e n t i o n to y o u r p r e s e n c e in 
the c a v e . T h e a l l - p e r v a d i n g f e e l i n g is 
that u n s e e n e y e s , m o r e u s e d to t h e 
d a r k n e s s than yours , w a t c h from t h e 

d a r k r e c e s s e s . W h i s p e r e d v o i c e s 
e c h o n e r v o u s l y a r o u n d from 

t h e F e y . 
• D o y o u l ight t h e b r a n d s ? 
T u r n to 45. 
• D o y o u d e c i d e it is sa fer not 
to d r a w a t t e n t i o n to y o u r s e l v e s 
a n d p r o c e e d b y r u n n i n g 
fingertips a l o n g t h e p a s s a g e 

wal ls? T u m to 13. 



12) T h e F e y m a k e the i r r o p e s w e l l . 
Y o u d r o p d o w n to a l e d g e d e e p in 
the pi t b u t the d a r k n e s s still s t re tches 
b e f o r e y o u a n d t h e r o p e s m a y not b e 
l o n g e n o u g h . A scout g o e s d o w n a n d 
c la ims h e c a n h e a r r u s h i n g w a t e r . H e 
suggests that h e j u m p d o w n to t h e 
b o t t o m 
• D o y o u a g r e e a n d let h i m try his 
luck? G o to 24. 
• O r d e r h i m b a c k w h i l e y o u th ink of 
s o m e t h i n g e lse? G o to 8. 
13) A f t e r a short w h i l e , the passage 
b e g i n s to f e e l less c r a m p e d . T h e last 
m a n strays s l ight ly f r o m the w a l l a n d 
w i t h a ye l l , s t u m b l e s a n d falls. T h e n 
s i lence . Y o u o r d e r t h e t o r c h e s lit a n d 
to y o u r h o r r o r , d i s c o v e r that a c h a s m 
has o p e n e d b e s i d e the p a t h as y o u 
p r o g r e s s e d . T h e r e is n o h o p e for the 
fa l len m a n a n d h e must b e s t ruck 
f rom the list. 

S p i n n i n g a r o u n d y o u also s e e t w o 
S k u l k r i n b l i n k i n g a n d r u b b i n g the i r 
e y e s in a m a z e m e n t . O n e hur ls a 
s w o r d at y o u bu t his a i m is w e l l off. 
T h e t w o c r e a t u r e s t h e n t u r n a n d r a c e 
off. Y o u d r a w y o u r s w o r d a n d g i v e 
c h a s e a n d s u r p r i s e s e v e n s u c h 
c rea tures a r o u n d t h e c o r n e r . 
• D o y o u o r d e r y o u r m e n to at tack? 
G o to 19. 
• D r a w t h e a x e D r a g o n Slayer f rom 
the p a c k ? T u r n to 33. 
14) T h e y rush out a n d s i d e w i t h 
Shareth. T o o la te , y o u s e n d a r r o w 
flights after t h e m . 

T h e r e is n o w a y n o w that y o u c a n 
in f luence matters on ly sit a n d wa i t a n d 
hope . 
• G o to 54. 
15) A t his s ignal , his m e n fal l u p o n 
you. W i t h a m i g h t y b l o w y o u m a n a g e 
to s t r ike B r e n t m e r e d o w n but y o u r 
m e n a r e o v e r w h e l m e d . T h e q u e s t is 
over . 
16) B r e n t m e r e is swif t but I m o r n is 
swif ter . H i s shaft stands p r o u d l y in 
the I c e l o r d ' s ches t a n d t h e m i g h t y 
figure t u m b l e s onto t h e ice . W i t h a 
u n a n i m o u s roar of r a g e , his t roops fall 
u p o n y o u a n d y o u r par ty 's quest e n d s 
here . 
17) Ra is ing the a x e a b o v e the s l e e p -

i n g c r e a t u r e ' s l o n g n e c k , y o u n o t i c e 
w h a t a s h a b b y state the c r e a t u r e is in. 
T h e a x e c o m e s s w o o p i n g d o w n a n d 
b i tes d e e p into the c r e a t u r e ' s n e c k , 
the b o d y i m m e d i a t e l y spr ings to l i fe , 
l u r c h i n g f o r w a r d as t h o u g h to c r u s h 
y o u . But y o u l e a p c l e a r a n d w i t h i n 
s e c o n d s t h e d r a g o n ' s d e a t h - t h r o e s 
a r e over . 
• G o to 5. 
18) T h e s teps p r o v e t r e a c h e r o u s a n d 
the c l i m b d o w n is long . T h e d e e p e r 
y o u ge t , the m o r e d a n k t h e y b e c o m e . 
T h e s o u n d of w a t e r drifts u p f r o m the 
bo t tom. A r i c h g r e e n a l g a e coats the 
s teps a n d y o u shout u p for the m e n 
a b o v e y o u to b e care fu l . But in-
e v i t a b l y o n e m a n sl ips a n d falls. 
T h e r e is just a c h a n c e that y o u r foot-
i n g is g o o d e n o u g h to risk t r y i n g to 
c a t c h his c l o a k as h e passes. 

But the fall b e l o w is still l o n g a n d 
the w a t e r ' s distant roar is o m i n o u s . 
D a r e y o u r isk y o u r o w n l i fe a n d this 
q u e s t for his? 
• Y o u t ry to c a t c h h im. T u r n to 31. 
• Y o u r inst inct d r i v e s y o u in aga inst 
the w a l l a n d out of d a n g e r . T u r n to 37. 
19) Y o u r m e n w e r e half p r e p a r e d 
a n d rush into the fray. 

T h e S k u l k r i n h a v e a s tamina of 4 
a n d a ski l l of 4. T a k e off o n e m a n for 
e v e r y s tamina point y o u lose. 
• T u r n to 6. 
20) T h e I c e l o r d ' s s tamina is (8) a n d 
his ski l l is (7). T h e two of y o u must 
bat t le to the dea th . I f y o u w i n t h e n g o 
to 39. 

I f t h e I c e l o r d w ins , the quest e n d s 
h e r e . 
21) Y o u c a n b r i n g d o w n t w o giants 
for e v e r y m a n left in y o u r c o m m a n d 
b e f o r e t h e y r e a c h the e n d of the pass. 
I f I m o m is still a l ive , h e w i l l b r i n g 
d o w n a n ex t ra t w o . T h e rest bat t le 
the i r w a y t h r o u g h to the p la ins a n d 
s ide w i t h Share th a n d the bat t le c o m -
m e n c e s . T h e r e is n o w a y y o u c a n jo in 
in the ac t ion b u t on ly sit a n d wai t a n d 
h o p e . 
• G o to 54. 
22) Y o u m a n a g e to r e a c h the D r a g o n 
w h i c h o p e n s o n e s l e e p y e y e as y o u 
m a k e the last t w o yards. Y o u r s w o r d 
whis t les t h r o u g h the air a n d re -
b o u n d s off t h e c rea ture 's h o r n y skul l . 
W i t h a roar it b e l c h e s for th f l a m e a n d 
y o u r q u e s t e n d s as a b l a c k e n e d spot 
i n the s n o w . 
23) T h e d r a g o n m a n a g e s to b r i n g 
d o w n s o m e 30 g iants b e f o r e it 
s u c c u m b s to the i r h u g e spears . E a c h 
m a n left a l i ve in y o u r c o m m a n d c a n 
b r i n g d o w n t w o b e f o r e t h e y r e a c h 

the e n d of the pass a n d I m o r n (if h e 
is stil l a l i ve ) w i l l b r i n g d o w n 4. 

• G o t o 54. 
24) H e d r o p s into t h e d a r k n e s s 
a n d t h e r e is a splash. T h e n 

no th ing . I f h e c r i e d out , the 
roar of the w a t e r s d r o w n e d 

his cal l . Str ike o n e m a n 
f r o m y o u r par ty . 
• G o to 8. 

25) T h e ba l l of fire d i s a p p e a r s into 
the s n o w o n the m o u n t a i n s i d e a n d a 
g rea t mist b e g i n s to issue forth, 
m a k i n g it h a r d for the g iants to s e e 
the i r w a y on to the p la ins. S o m e 30 a re 
left s t u m b l i n g a r o u n d in t h e pass. T h e 
rest rush to j o i n Shareth 's s ides as the 
t w o g rea t a r m i e s m e e t in the m i d d l e 
of t h e p l a i n . Y o u c a n n o t n o w 
i n f l u e n c e the bat t le b u t must m e r e l y 
h o p e L u x o r preva i ls . 
• G o to 54. 
26) I n the l ight y o u c a n s e e a 
c h a m b e r w i t h s e v e n S k u l k r i n b l ink -
ing a n d w i t h w e a p o n s d r a w n . I ssu ing 
a shout, t h e y d i s p e r s e , r u n n i n g off in-
to a t u n n e l w h i c h w o u l d a p p e a r to 
l e a d east. 
• G o to 6. 
27) T h e e n e r g y - s a p p i n g c l i m b takes 
its tol l a n d o n o n e t r e a c h e r o u s 
stretch, o n e of y o u r c o l l e a g u e s sl ips 
a n d falls to his dea th . T h r o w o n e d i c e 
a n d if it c o m e s u p o n e or t w o , t h e n it 
w a s I m o r n w h o s e ta lents y o u c a n n o 
l o n g e r ca l l on . 

E i ther w a y y o u must cross o n e 
m o r e m a n f r o m y o u r c o m m a n d . 
• G o to 49. 
28 ) T u r n i n g a c o r n e r , a n a r r o w 
whiz2es past y o u r nose a n d i m b e d s 
itself in o n e of y o u r c o l l e a g u e s . 
Before y o u s tand s e v e n Sku lkr in . 

Y o u r c o m m a n d must b e r e d u c e d 
b y o n e m a n . 
• D o y o u r e a c h into y o u r b a c k p a c k 
for the g r e a t a x e D r a g o n Slayer? T u r n 
to 33. 
• O r d e r y o u r m e n to a t tack the 
Sku lk r in . T u r n to 19. 
29) A g r e a t p i n k t o n g u e forks out of 
the d r a g o n ' s m o u t h a n d d r o p s in to 
t h e C u p of D r e a m s . Swif t ly , his e y e s 
b e c o m e ful ly a w a k e . L o o k i n g d o w n 
into t h e c u p , y o u rea l ise that e v e r y bit 
of g o o d n e s s has b e e n d r a i n e d from 
its b o t t o m a n d l o o k i n g u p y o u s e e a 
ful ly r e f r e s h e d d r a g o n r e a r i n g a b o v e 
y o u . " I f y o u b e a l o v e r of the Giants, 
d e p a r t n o w a n d b e s p a r e d , " its v o i c e 
hisses out at y o u . 
" I s that a l l t h e thanks I g e t " . L e a n i n g 
b a c k o n y o u r s w o r d , y o u stare u p into 
its stony g a z e . 
" K n o w y o u p u n y o n e that I h a v e just 
f o u g h t w i t h t h e g r e a t g i a n t s , 
B e z e l d o m , T h r o m g r o l a n d U t h e c u s 
a m o n g t h e m . E ' e n n o w t h e y r a c e 
the i r a r m i e s to Shareth 's a i d in the 
bat t le o n the Plains of G l o r m a r e a n d I 
must g o b a c k to p r e v e n t this. M y r a c e 
has n o l o v e of g iant ish fo lk a n d b e 
sure they w i l l g r o w s t rong o n this v ic-
tory , for the Barbar ian a n d F e y races 
h a v e r a n g e d t h e m s e l v e s aga inst 
Share th ." 

Q u e s t i o n i n g h i m c l o s e l y , y o u 
d i s c o v e r that L u x o r has a r r a n g e d his 
a r m i e s o n the p la ins to the w e s t a n d 
Shareth 's fo rce is b e a r i n g d o w n o n 
h i m t h e r e . A h u g e fo rce of giants is 
r u s h i n g to jo in the bat t le n o w t h r o u g h 
these v e r y mounta ins . H e a ims to fly 
n o w to the top of y o n ridge a n d try to 
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1 
halt the g iants ' p r o g r e s s o n t o t h e ba t -
t le f ie ld . 

" S h a r e t h " y o u m u r m u r , " W o u l d 
that s h e w e r e a lso p a s s i n g b e y o n d 
that r i d g e . " 
" H e r b a n e l ies w i t h i n that f o u n t a i n , " 
snorts the D r a g o n , " I f y o u c a n b u r n 
t h r o u g h its m o u t h p i e c e , t h o s e l o n g 
jets o f i c e a r e T h e I c e Shards. T h e y 
cure a l l that r e m a i n o f t h e I c e E m p r e s s ' 
m o t h e r , s m u g g l e d out o f I m r i e l b y a 
loya l I c e l o r d af ter s h e h a d b e e n turn-
e d to f r o z e n w a t e r b y h e r d a u g h t e r . " 
• D o y o u t ry to b r e a k the I c e Shards 
off w i t h y o u r a x e . i f y o u sti l l h a v e it? 
G o to 38. 
• U s e the b a l l of f i re to b r e a k t h r o u g h 
t h e m ? G o to 53. 
30) T h e d r a g o n g r a b s the I c e Shards 
i n his f o r e p a w s a n d s w i n g s out of f the 

1 r i d g e a n d o v e r t h e p la in . But as h e 
a p p r o a c h e s S h a r e t h ' s p o s i t i o n o n t h e 
field, h e is hit b y a s p e a r a n d falls to 
his d e a t h , d r o p p i n g t h e crysta l . 
• D o y o u let it fall a n d h o p e it stil l 
s t r ikes Shareth? G o to 36. 
• O r o r d e r I m o m (if h e stil l l i ves ) to 
fire at t h e c rys ta l as it d r o p s ? G o to 32. 
31) A s h e d r o p s past y o u * y o u r in-
st incts t a k e o v e r a n d y o u g r a b b l i n d l y 
at his c l o a k . 

L u c k i l y y o u s u c c e e d i n g e t t i n g a 
g o o d g r i p a n d the c l o a k ' s c a t c h is 
s t rong. T h r o w aga inst y o u r sk i l l to 
s e e if y o u s u c c e e d in b r i n g i n g h i m in . 
I f y o u c a n t h r o w it w i t h t w o d i c e , h e is 
s a v e d . I f y o u t h r o w a 12 y o u too fal l to 
y o u r d e a t h w i t h h i m a n d the q u e s t is 
o v e r . I f h e still falls, s t r i k e o n e m a n 
f r o m y o u r c o m m a n d list. 
• T u r n to 11. 
32) I m o r n m u s t t h r o w u n d e r his sk i l l 
to hit the s h a r d s w h i c h a r e fa l l ing at a 
fast ra te a n d at the v e r y l imi ts of his 
r a n g e . 
• I f h e misses G o to 36. 

I f h e s c o r e s a hit , t h e i c e shat ters 
a n d b r e a k s into 1,000 n e e d l e - l i k e 
po in ts . T h e s e c r o w d t o g e t h e r as 
t h o u g h w i t h a l i fe of the i r o w n a n d 
w i t h n e w i m p e t u s twist i n t h e a ir a n d 
hur l t h e m s e l v e s at Share th . A 1,000 
t iny s h a r d s p l u m m e t in to t h e I c e 
E m p r e s s a n d , p i e r c i n g h e r w h i t e 
sk in , b e g i n to w o r m the i r w a y 
t o w a r d s h e r f r o s t e d hear t . A s she 
falls, h e r a r m y s tands i n d i s a r r a y . 

(
• G o to 54. 

33) T h e a x e g l i s tens i n y o u r h a n d as 
y o u d r a w it f r o m y o u r b a c k p a c k . 
S t r i d i n g f o r w a r d , y o u l a u n c h into a 
m i g h t y s w i n g a i m e d at t h e S k u l k r i n 
b a n d . T h r o w aga inst y o u r sk i l l to s e e 
if y o u h a v e m a n a g e d a hit . I f suc-
cessfu l , t w o Sku lkx in suf fer the ful l 
c o n s e q u e n c e s o f t h e b l o w a n d t h e 
rest sca t te r . 
• T u m to 6. 

I f u n s u c c e s s f u l , y o u miss w i t h y o u r 
s t r ike . T h e a x e s lams into t h e r o c k 
w a l l a n d y o u must t h r o w o n e d i c e to 
s e e if it s u r v i v e d t h e i m p a c t . A o n e o r 

^ a t w o a n d t h e b l a d e shat ters . 
• T u m to 19 as y o u r m e n j o i n t h e fray. 
34) Y o u g i v e u p t h e a x e a n d h e p r o -104 
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v e s as g o o d as his w o r d . Y o u a r e free 
to g o . 
• G o to 44. 
35) T h e b a l l s l ips q u i c k l y t h r o u g h the 
i c e , r e l e a s i n g its l i f e - g i v i n g w a t e r s 
w h i c h a r e e a g e r l y c o n s u m e d b y y o u r 
m e n . T h e b a l l has d i s a p p e a r e d . 
• I n v i g o r a t e d , y o u m o v e o n t o 3. 
36) T h e c rys ta l d r o p s a n d s m a s h e s 
into the g r o u n d c l o s e to Share th , 
c a u s i n g c o n f u s i o n in t h e r a n k s o f h e r 
a r m y , b u t l e a v i n g h e r u n s c a t h e d . 
H e l p l e s s n o w , y o u sit o n the r i d g e 
a n d a w a i t the o u t c o m e , 
• G o to 54. 
37) Y o u d r i v e y o u r s e l f h a r d aga inst 
the w a l l a n d b a r e l y m a n a g e to 
e s c a p e b e i n g k n o c k e d of f y o u r 
p e r c h b y t h e fa l l ing figure. T h r o w 
o n e d i c e a n d if it c o m e s u p a 1, fate 
has d e c r e e d that I m o m the a r c h e r 
has b e e n lost a n d y o u must p r o c e e d 
w i t h o u t h i m . E i t h e r w a y , s t r i ke o n e 
m a n from y o u r c o m m a n d . 
• G o to 11. 
38) T h e a x e s w i n g s i n the c o l d a ir 
a n d s m a s h e s into t h e i cy jet w h i c h 
shat ters in to a t r i l l ion t iny s h a r d s 
r a i n i n g d o w n o n y o u a n d y o u r c o m -
p a n i o n s . R e a l i s i n g y o u h a v e 

I c e l o r d . " T h e y lose l i t t le e n o u g h of it 
as I h e a r . G o o n a n d fare t h e e w e l l in 
thy q u e s t . " 
• G o to 44. 
42) T h e d r a g o n t a k e s off a n d p l u n g e s 
into the bat t le . H i s s w o o p s e e m s 
d e s t i n e d to finish a t o p o f w h e r e 
Share th c o m m a n d s h e r l e g i o n s , but 
y o u r p r e c a r i o u s h o l d o n his sca les 
m a k e s it i m p o s s i b l e for y o u to r e t a i n 
y o u r seat o n his b a c k a n d y o u a r e 
sent s p i r a l l i n g off a n d d o w n to ear th . 
T h e q u e s t is o v e r . 
43) T h e b o u l d e r s p r o v e i m p o s s i b l e 
to shift a n d the g i a n t f o r c e m a k e s its 
w a y onto t h e p la in , s i d i n g w i t h 
Share th . Y o u c a n n o t i n f l u e n c e t h e 
ba t t l e n o w b u t must sit a n d w a i t a n d 
h o p e . 
• G o to 54. 
44) T r a v e l l i n g on, the g l a c i e r finally 
c o m e s to a n e n d a n d a r o a d l e a d s u p -
w a r d s into the p a t h w a y t h r o u g h 
m o u n t a i n s . Y o u r m e n h a v e n o w b e e n 
t r a v e l l i n g c o n t i n u o u s l y for s e v e r a l 
d a y s a n d a r e f e e l i n g t i r e d . Y o u u r g e 
t h e m to c o n t i n u e , 
• D o y o u d e c i d e to o f fe r a l l a d r i n k 
from t h e C u p of D r e a m s ? G o to 7. 
• O r e x h o r t t h e m t o g r e a t e r 

l n m r 

r e n d e r e d it use less , y o u d e c i d e to 
i g n o r e t h e shards a n d r u s h u p t o the 
ridge o n w h i c h t h e d r a g o n a l r e a d y 
sits. 
• G o to 9. 

39) T h e I c e l o r d l ies d e a d a n d his 
c a p t a i n r u s h e s f o r w a r d to c o n f i r m 
this. F ina l ly , h e turns to y o u . " W e w i l l 
r e t u r n h i m at last to I m r i e l . H e has 
b e e n a w a y too l o n g . G o n o w a n d 
q u i c k l y . M ' l o r d w o u l d h a v e w a n t e d it 
thus ." 
• G o to 44. 
40) T h e f o u n t a i n is frozen w i t h a jet of 
w a t e r c a u g h t f o u r fee t in the air . But 
b e l o w t h e s u r f a c e y o u c a n s e e its l i fe-
g i v i n g w a t e r s . Y o u c a n c r a c k o p e n 
t h e i c e w i t h the s w o r d a n d risk w a k -
i n g the D r a g o n or u s e t h e b a l l o f f i re 
to b u m d o w n into the w a t e r at the 
b a s e . 
• U s e t h e s w o r d . G o to 51. 
• U s e the ba l l . G o to 35. 
41) " D w a r v e s h a v e m o r e t r e a s u r e 
than I c o u l d s t o m a c h , " a g r e e s the 

e n d e a v o u r s ? G o to 27. 
45) L i g h t i n g t h e b r a n d s s e e m s to 
r e v i v e e v e r y o n e ' s s p i r i t s . T h e 
p a s s a g e q u i c k l y c l o s e s d o w n a n d 
y o u m o v e o n i n s i n g l e file. G r a d u a l l y 
the roar o f w a t e r is lef t b e h i n d a n d 
the s i l e n c e is o n l y b r o k e n b y y o u r 
shuf f l ing fee t . A f t e r w h a t s e e m s l i k e 
a n e t e r n i t y , y o u h e a r a soft c l a n g 
a h e a d . Y o u halt the F e y b u t t h e r e 
s e e m s n o t h i n g e l s e to d o b u t g o on . 
• D o y o u d o u s e the l ights for a short 
spe l l? A n d wa i t s t ra in ing y o u r ears? 
G o to 14. 
• D o y o u p r o c e e d as b e f o r e b u t w i t h 
w e a p o n s d r a w n ? G o to 18. 
• D o y o u d o u s e l ights a n d p r o c e e d ? 
G o to 52. 
4 6 ) T h e D r a g o n ' s b o d y a p p e a r s 
c o v e r e d w i t h b r u i s e s a n d cuts. A s 
y o u a p p r o a c h , it ra ises o n e w e a r y 
e y e l i d a n d g l a r e s d u l l y at y o u . T h i s 
c l o s e , it l o o k s past h e l p a n d a lso past 
the p o i n t o f b e i n g a d a n g e r , e x c e p t 
for a sma l l t r i c k l e of s m o k e , w a f t i n g 



GAMES WORKSHOP is the UK's largest fantasy and adventure games com-
pany, with ten years experience behind it. Now we're using our expertise to 
create the best in computer games, and the first three are BATTLECARS, 
D-DAY, and TOWER OF DESPAIR - each with over 90K of programming! 

BATTLECARS is the deadly sport of the future-arm your battlecar with 
I your chosen weapons, and 

K select your battleground; a 

jjjjjp̂ jjjj 
t" m'jc "T^f Em-- ' D-DAY is a superb graphic 

<•• • j <•« ' «.f: 1 wargame based on the Nor-
I ft? ; fl - ; mandy landings of 1944 Two 

I players take the Allied and 
German sides, battling through four seperate scenarios. D-DAY offers an 
enduring tactical challenge to players tired oY simple arcade action. 

In TOWER OF DESPAIR, Games Workshop has used its ten years of experi-
ence in role-playing games to create an outstanding adventure. It includes 
two entire 48K programs, and a guide containing a history, map, and illus-
trated clues. 
FOR 48K SPECTRUM AND SHORTLY FOR THE COMMODORE 64 

£7.95 EACH FROM ALL GOOD SHOPS OR DIRECT R O M 
MAIL ORDER DEPARTMENT,GAMES WORKSHOP LTD., 

27 • 29 SUNBEAM ROAD,LONDON NW10. 

THE GAME OF DEADLY DRIVING 

FOR 48 K SPECTRUM 
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ELECTRONICS AND COMPUTING MONTHLY 
B r i t a i n ' s b e s t s e l l i n g c o m p u t e r a p p l i c a t i o n s m a g a z i n e 

COMPUTING 

F e b r u a r y i s s u e 
o n s a l e f r o m 
J a n u a r y 1 5 t h 

FREE GIFT 
H o w t o b u i l d a h e a r t r a t e 
m o n i t o r . O u r d e s i g n 
i n t e r f a c e s w i t h t h e B B C 
m i c r o a n d p r o v i d e s a n 
a c c u r a t e i n d i c a t i o n o f 
h e a r t r a t e . 
U s e a s a f i t n e s s m o n i t o r 
o r a s a l i e d e t e c t o r . 

PLUS 
W i n d o w s o n t h e 
S p e c t r u m . H a n d y 
s o f t w a r e t h a t a l l o w s 
s p e c t r u m o w n e r s t o 
c r e a t e m u l t i p l e w i n d o w s 
w i t h e a s e . 

INSIDE 
T h e g r e a t m i c r o r a c e . 
W h o w o n t h e b a t t l e f o r 
s a l e s d u r i n g t h e f e s t i v e 

s e a s o n a n d w h i c h 
c o m p a n i e s a r e g o i n g t o 
s u r v i v e u n t i l C h r i s t m a s 
1 9 8 5 . 

ALSO 
s l o t c a r t i m e r f o r t h e B B C 
m i c r o . 
D r a w i n g f a s t S p e c t r u m 
c i r c l e s . 
T h e A m e r i c a n m i c r o 
s c e n e . 

If you want to get the most 
from your micro make sure 
you read Electronics and 
Computing Monthly. 
Electronics and Computing 
monthly the magazine that 
reaches the bits of your micro 
that other magazines don't 
know about. 

For a FREE J a m b o r e e Bag w i t h Posters, 
S t ickers a n d Badges. 

In t h e February Issue of Sinclair P r o g r a m s . 
A t y o u r N e w s a g e n t 2 6 t h J a n . 
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THE ULTIMATE IN AMERICAN SOFTWARE 
FOR YOU ON U.S. GOLD 
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All rights reserved. 



I l l - W R I T E H I S T O R Y 
THIS WEEKEND! 

Ail action strategy games from SSI-
Al last here is yoar dunce lo see taw yon shape up as a 
General in a real battle! The pages of history record the 
triumphs and failures as Eisenhowei Montgomery, 
Rommel and fo Snndsiedl battled in Europe and North 
Africa. Bat with a dear thinking strategist 
like yourself in command perhaps the 
historians woak! have had a different 
story to write! 

H i . Gold is pood to present font of the 
best strategy games by Strategic 
Simulations Incorporated: 

KNIGHTS Or THE DESERT pitches the 
British Forces of Montgomery against the 
might of Rommel and his Panzer Divisions 
in the classic North African campaign 
of 194L 

BATTLE FOR NORMANDY commences on 
'D-Day* Jnne 6th 1944 and relives the 
Allied Twees attempt to smash Hitler's 
Atlantic Vail. 

TIGERS IN THE SNOW reconstructs the 
legendary Battle of the Bulge as in 
December 1944 the Panzer Divisions of 
Vco Rnndstedt try one last gamble ia a 
despeate attempt to hall Eisenhower's 
advancing Allied lines. 

Who will be the victor and who the 
vanquished? 

Only yon have the 
answers! 

And if you're looking 
for strategy with arcade action then 
COMBAT LEADER will test all yonr wits, 
depth of thought and reflexes in this 
toughest of battle challenges! 

STRATEGIC SIMULATIONS INC 



from its o n e o p e n nostr i l . 
" W o u l d d e a t h b e a b l e s s i n g to y o u , 

c r e a t u r e of the m o u n t a i n s ? " y o u a s k 
s o l e m n l y . 

"L i fe ' t w o u l d b e m o r e w e l c o m e , " it 
a n s w e r s b r e a t h l e s s l y , t o y o u r 
surpr ise . 
• If y o u stil l h a v e the C u p of D r e a m s , 
you c o u l d n o w h o l d it u n d e r t h e 
c rea tu re 's n o s e . T u r n to 29. 
• O r y o u d e c i d e t h e t r e a s u r e is m o r e 
b a d l y n e e d e d for y o u r o w n m e n {or 
m a y h a v e a l r e a d y u s e d it) a n d p u t 
h im out of h is m i s e r y . G o to S. 
47) A s y o u r ta le un fo lds , it is c l e a r 
that B r e n t m e r e k n e w n o t h i n g o f 
Shareth's d e s i g n s o n M i d n i g h t , o r 
aught of y o u r fa ther 's e n t r y in to 
I ce m a r k a n d his r a i s i n g o f a n a r m y to 
do bat t le w i t h Share th . 

His a n g e r g r o w s a n d h e o b v i o u s l y 
takes e a c h insul t to Share th , his e m -
press, p e r s o n a l l y . 

E v e n t u a l l y h e e r u p t s : " N o m o r e o f 
this, i n t e r l o p e r . K n o w y o u that I , 
B r e n t m e r e . ha i l from I m i r i e l , a n d left 
my l a d y ' s s i d e t h r e e y e a r s h e n c e to 
d i s c o v e r the I c e Shards a n d d e s t r o y 
t h e m b e f o r e e n e m i e s u n c o v e r t h e m 
and use t h e m aga inst h e r . " H e d r a w s 
a m i g h t y s w o r d ; " N o w I w i l l d e s t r o y 
you t h e s a m e w a y . " 
• D r a w y o u r s w o r d a n d a g r e e to t a k e 
part in c o m b a t w i t h h i m . G o to 20. 
• Pul l y o u r a x e D r a g o n S layer to d o 
batt le. G o to 50 ( i f y o u sti l l h a v e t h e 
axe). 
• O r d e r I m o r n to b r i n g h i m d o w n 
b e f o r e h e c a n s t r ike . G o to 16 (if 
I m o m stil l l ives) . 
48) F i n d i n g a l a r g e o v e r h a n g a b o v e 
the pass, a l l y o u r m e n p u t the i r 
w e i g h t b e h i n d it b u t it is o n l y w h e n 
the d r a g o n b r e a t h e s o n t h e s n o w 
b e n e a t h it that t h e g r e a t c h u n k g i v e s 
w a y a n d t o p p l e s d o w n in to t h e 
m o u n t a i n pass. It t a k e s tons of s n o w 
a n d r u b b l e d o w n w i t h it a n d , b y t h e 
t ime t h e last b o u l d e r has fa l l en , a n 
i m p e n e t r a b l e b a r r i e r has b e e n l a i d 
across t h e pass. I n c o n f u s i o n , t h e 
giants s t u m b l e b a c k ( th is is w o r t h 
50pts at t h e e n d o f the g a m e ) . 

A s t h e t w o a r m i e s c l o s e , the d r a g o n 
s e e m s p r e p a r e d to fly in a n d j o i n the 
batt le. 
• D o y o u a s k h i m to wa i t w h i l e your -
self a n d y o u r a r c h e r s c l i m b o n 
board? G o to 42. 
• O r g i v e h i m t h e I c e Shards a n d te l l 
h im to d r o p t h e m o n Share th 's h e a d ? 
Go to 30. 
49) L o o k i n g d o w n into a v a l l e y , y o u 
see a g r e a t d a r k s h a p e l y i n g b e s i d e a 
g l e a m i n g founta in . G o i n g d o w n in to 
the v a l e , it q u i c k l y b e c o m e s c l e a r 
that t h e s h a p e is a D r a g o n w h i c h ap -
pears a s l e e p a n d the founta in is 
f rozen. Y o u m a n a g e to g e t q u i t e 
c lose w i t h o u t w a k i n g t h e h u g e 
c rea tu re . 
• D o y o u d e c i d e to try a n d g e t c l o s e r 
and k i l l the c r e a t u r e w i t h y o u r 
sword? G o to 22. 
• D e c i d e to k i l l it w i t h t h e a x e (if y o u 

stil l h a v e it in o n e p i e c e ) ? G o to 17. 
• O r d e c i d e to l e a v e it w h e r e it l ies 
a n d s n e a k past to the founta in? G o to 
40. 
• S t e p b o l d l y f o r w a r d a n d tap it f i rm-
ly o n the snout? G o to 46. 
50) T h e a x e g l i s tens m y o u r h a n d . A t 
the first c l a s h the- I c e l o r d ' s b l a d e 
shatters b e n e a t h its b l o w . H e stares i n 
a d m i r a t i o n at t h e a x e . " T h a t a x e is 
m a g i c a l , is it no t?" Y o u n o d . " I must 
h a v e it for m y E m p r e s s . G i v e it to m e 
a n d I w i l l let y o u g o free. O t h e r w i s e , I 
w i l l o r d e r m y m e n to a t t a c k a n d t a k e 
it from y o u . " 
• D o y o u g i v e it up? G o to 34. 
• D o y o u re fuse? G o to 15. 
51) T h e s w o r d g r a d u a l l y d o e s its 
w o r k o n the i c e a n d e v e n t u a l l y the 
w a t e r s b u b b l e u p a n d y o u r m e n 
thank fu l l y d r i n k the s p a r k l i n g c l e a r 
s p r i n g w a t e r . 
• I n v i g o r a t e d , y o u m o v e o n to 3. 
5 2 ) T h e p a s s a g e o p e n s i n t o a 
c h a m b e r a n d y o u a r e s u d d e n l y sent 
s p r a w l i n g b y a r o p e t i e d across t h e 
f loor . S o m e s ix th s e n s e s e n d s y o u 
r o l l i n g out of the w a y of a s w o r d 
thrust in t h e d a r k n e s s . O n l y t h e c l a n g 
of t h e b l a d e o n the s t o n e floor b e a r s 
w i t n e s s to its e x i s t e n c e , w h e r e y o u 
h a d la in just a split s e c o n d b e f o r e . 

A c o l l e a g u e is not so l u c k y a n d the 
r e n d i n g o f his a r m o u r is f o l l o w e d b y 
his d e a t h - c r y . O r d e r i n g l ights , y o u 
s e e y o u r s e l f f a c e d b y s e v e n a r m e d 
Sku lk r in . 
• D o y o u r e a c h in to y o u r b a c k p a c k 
for the a x e D r a g o n S layer? T u m to 33. 
• O r d e r y o u r m e n to a t t a c k t h e 
Sku lk r in . T u r n to 19. 
53) T h e b a l l of f i re is b r o u g h t from 
y o u r b a c k p a c k a n d h e l d aga inst the 
b a s e of t h e i cy jet . W i t h o u t so m u c h 
as s i n g e i n g y o u , it r a p i d l y g l o w s r e d -
hot a n d t h e c h u n k o f i c e d r o p s into 
t h e a r m s of y o u r c o m p a n i o n s . 

C r a d l i n g the I c e S h a r d s in y o u r 
c l o a k , y o u f o l l o w t h e d r a g o n u p the 
m o u n t a i n s i d e to w h e r e h e has se t t l ed 
o n a ridge o v e r l o o k i n g a pass. 
• G o to 9 . 
54) C o n g r a t u l a t i o n s o n s u r v i v i n g the 
t h i r d pa r t o f Doomdark's Revenge. 
S c o r e a p o i n t for e v e r y g i a n t w h i c h 
d i d n ' t r e a c h t h e f inal ba t t l e a n d 
d o u b l e it if S h a r e t h w a s k i l l e d . 
100 points . E x c e l l e n t . 
50-99 po in ts . V e r y g o o d . 
30-50 po in ts . Fa i r . 
20-30 po in ts . C o u l d d o b e t t e r . 
U n d e r 20 po in ts . D o n ' t ca l l us. 
N o w t ry t h e f inal set of q u e s t i o n s 
b a s e d o n this t r i logy . 
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Y o u fans o f s c i e n c e f a n t a s y f i l m s h a v e 
h a d a field-day l a t e l y , w i t h n u m e r o u s 
d i f f e r e n t films f l o o d i n g t h e c i n e m a s 
b e t w e e n a u t u m n a n d C h r i s t m a s . 

T h e s c i e n c e f a n t a s y b o n a n z a 
s t a r t e d o n O c t o b e r 5 w h e n Electric 
Dreams c a m e o u t — a n d t h e r e w e r e 
m o r e to c o m e . Conan The Destroyer 
q u i c k l y f o l l o w e d a n d , b y C h r i s t m a s , 
Ghostbusters, Gremlins a n d The Last 
Starfighter a r r i v e d i n Br i t ish c i n e m a s . 
T h e last o n e o u t w a s Dune w h i c h 
w a i t e d u n t i l J a n u a r y 11 b e f o r e 
m a k i n g its a p p e a r a n c e . 

S o m e o f t h e f i l m s h a v e g a m e s , 
s o m e not . But it w a s u n a n i m o u s l y 
d e c i d e d i n C&VGs o f f i c e tha t s o m e , 
w e t h i n k , s h o u l d h a v e . 

Electric Dreams w a s t h e p r o d u c t of 
V i r g i n F i l m s a n d 2 0 t h C e n t u r y 
F o x , t h e s t o r y o f a m i c r o u n l u c k y i n 
l o v e . T h i n k y o u k n o w t h e f e e l i n g ? 
Y o u h a v e n ' t h e a r d a n y t h i n g y e t — at 
l eas t y o u ' r e n o t c o o p e d u p i n m e t a l 
c a s i n g . 

B o u g h t b y s h y y o u n g a r c h i t e c t , 
M i l e s H a r d i n g , E d g a r t h e m i c r o 
d e v e l o p s a n i n t e r e s t i n M i l e s ' s c e l l o -
p l a y i n g n e i g h b o u r , M a d e l e i n e . It 
c o p i e s t h e s o n g s s h e p l a y s o n h e r 
c e l l o a n d p l a y s t h e m b a c k to h e r , 
m a k i n g h e r b e l i e v e that M i l e s is 
r e a l l y a t a l e n t e d m u s i c i a n w h o is just 
too s h y to a d m i t it. 

M e a n w h i l e , M i l e s a p p e a r s to h a v e 
t a l e n t i n o t h e r d i r e c t i o n s a n d s o o n 
t u r n s his b e a u t i f u l n e i g h b o u r i n t o h is 
g i r l f r i e n d . H o w e v e r , t h e m i c r o g e t s 
e x t r e m e l y j e a l o u s a n d s h o w s its d is -
p l e a s u r e b y l o c k i n g M i l e s i n t o t h e 
h o u s e w h e n h e s h o u l d b e at w o r k , 
p l a y i n g r o c k m u s i c f u l l b las t w h e n h e 
isn't t h e r e a n d e v e n u s i n g its v o i c e 
s y n t h e s i s e r to insu l t t h e n e i g h b o u r s 
w h e n t h e y c o m p l a i n a b o u t t h e d i n . 

E d g a r c o m p o s e s l o v e s o n g s for 
M a d e l e i n e , at M i l e s ' s r e q u e s t , a n d is 
h e a r t b r o k e n w h e n s h e t h i n k s M i l e s 
m a d e t h e m u p i n s t e a d . I n t h e e n d , 
t h e p o o r m a c h i n e c a n ' t b e a r it a n y 
l o n g e r a n d d e c i d e s to g o a w a y , 
h a v i n g l e a r n e d h o w t e m p e s t u o u s 
l o v e c a n b e . 

F i l m e d at P i n e w o o d a n d i n San 
F r a n c i s c o , t h e $5 m i l l i o n f i l m is a i m e d 
at 12-30 y e a r o l d s b u t v i r t u a l l y a n y o n e 
e l s e c a n g o a n d s e e it as its P G 
( p a r e n t a l g u i d a n c e ) c e r t i f i c a t e is 
p r a c t i c a l l y m e a n i n g l e s s a n d d o e s n o t 
r e q u i r e a n a d u l t to a c c o m p a n y y o u , 
n o m a t t e r h o w o l d y o u a r e . 

T h e m o v i e w a s d i r e c t e d b y 2 7 - y e a r -

Top left: The Mogwai. the ghastly creatures in Gremlins 
Bottom left: The Ghostbusters in action! 

Top right: Hi's cc 
Bottom rigtJraci 

o l d S t e v e B a r r o n , w h o has t w o 
c h i l d r e n h i m s e l f a n d is r e s p o n s i b l e 
for t h e M i c h a e l J a c k s o n Billy Jean 
v i d e o as w e l l as v a r i o u s v i d e o s for 
A d a m a n d t h e A n t s . A s y o u m a y 
e x p e c t , t h e m u s i c i n t h e film is 
s e c o n d to n o n e — a r e m i n d e r that 
V i r g i n is, first a n d f o r e m o s t , a m u s i c 
c o m p a n y . 

M e a n w h i l e , c o - p r o d u c e r s R u s t y 
L e m o r a n d e a n d L a r r y d e W a a y , w h o 
a lso c o - p r o d u c e d t h e film Yentl, 
u n l e a s h e d Electric Dreams i n t h e U S 
i n S e p t e m b e r w h e r e it d i d v e r y w e l l . 

D u n e w a s s l i g h t l y m o r e e x p e n s i v e to 
m a k e at a r o u n d $ 4 0 m a n d is b a s i c a l l y 
a s c i e n c e fiction film b a s e d o n F r a n k 
H e r b e r t ' s b o o k , w i t h s p a c e s h i p s a n d 
m o n s t e r s , b u t n o t a Star Wars-type 
film as s u c h . 

I t c e n t r e s a r o u n d t h e p l a n e t Dune, 
10,000 y e a r s i n t o t h e f u t u r e , w h e r e a 
h u g e b a t t l e is b e i n g f o u g h t . O n t h e 
d e p r e s s i n g s i d e , it is d e s c r i b e d as " a 
w o r l d of t h e f u t u r e that is d i s t u r b i n g l y 
l i k e o u r o w n " , b u t o n t h e p l u s s i d e , 
t h e cast f e a t u r e s t h e a m a z i n g l y g o o d 
l o o k i n g S t ing , a s a c r u e l a n d c o n n i v -
i n g a d v e r s a r y . T h a t i n i tse l f s h o u l d b e 
e n o u g h to s e l l 5 0 % o f t h e t i c k e t s , 
i n c l u d i n g m y o w n . 

M a d e b y U n i v e r s a l , t h e f i l m is d istr i -
b u t e d b y U n i t e d I n t e r n a t i o n a l 
P i c t u r e s ( U I P ) w h o a r e m a d e u p o f 
P a r a m o u n t , U n i v e r s a l , U n i t e d Ar t is ts 

a n d M G M . T h e r e a r e n o p l a n s a s y e t 
to t u r n it i n t o a g a m e , a n d t h e r a t i n g is 
a g a i n P G , w i t h t h e film b e i n g p i t c h e d 
at 1 5 - y e a r - o l d s . D i r e c t e d b y D a v i d 
L y n c h , d u a l a c a d e m y a w a r d n o m i n e e 
f o r The Elephant Man, t h e film w a s 
p r o d u c e d b y R a f f a e l l a d e l a 
L a u r e n t i i s ( s e e if y o u c a n s p e l l that 
b a c k w a r d s w i t h y o u r e y e s c l o s e d ) . 

M s . d e la L a u r e n t i i s a l s o p r o d u c e d 
Conan The Destroyer, a s e q u e l to t h e 
f i l m Conan the Barbarian a n d 
b a s e d a r o u n d t h e C o n a n c o m i c 
b o o k s . It f e a t u r e s w e l l k n o w n stars 
s u c h as t h e m o u n t a i n o u s A r n o l d 
S c h w a r z e n e g g e r a s C o n a n , a n d 
s i n g e r G r a c e J o n e s as Z u l a , w h o 
s l i n k s a r o u n d l o o k i n g c h a r -
a c t e r i s t i c a l l y f e r o c i o u s . 

F i l m e d o n l o c a t i o n i n t h e b e a u t i f u l 
c o u n t r y o f M e x i c o , as w e l l as i n 
M e x i c o C i t y , it is a g a i n p i t c h e d at 15 
y e a r o l d s . T h e s t o r y is a b o u t a 
l o v e s i c k C o n a n w h o w a n t s h is ex -
g i r l f r i e n d b a c k ( h e c a n ' t m i s s h e r that 
m u c h t h o u g h , s i n c e h e is h a v i n g a 
f l i n g w i t h s o m e o n e e l s e ) . 

H e m e e t s t h e t r e a c h e r o u s Q u e e n 
T a r a m i s w h o p r o m i s e s to h e l p w i n h is 
g i r l f r i e n d b a c k if C o n a n g o e s w i t h 
h e r n i e c e P r i n c e s s J e h n n a to find a 
m a g i c a l k e y that w i l l u n l o c k a vast 
t r e a s u r e . I ts d i s c o v e r y , h o w e v e r , 
w o u l d h a v e h i d d e n d r a w b a c k s — 
s u c h as d e a t h . F r o m t h e start , t h i n g s 
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ght: Aim co pilot Grig in The Last Starfighter 
m rfghtGrace Jones as Zula in Conan The Destroyer. 

ge t u n b e l i e v a b l y c o m p l i c a t e d so 
r a t h e r t h a n e x p l a i n , m a y b e y o u o u g h t 
to f i n d o u t t h e res t for y o u r s e l v e s ! 

U n f o r t u n a t e l y , t h e film has n o 
c o m p u t e r g a m e b u t U S G o l d d o h a v e 
o n e fo r t h e o r i g i n a l Conan the 
Barbarian, p a r t o f t h e i r F a m o u s 
F a c e s r a n g e o f g a m e s , w h i c h a l s o 
i n c l u d e s Dallas Quest and Bruce Lee. 
T h e g a m e r u n s o n t h e C B M 6 4 a n d 
A t a r i a n d cos ts £ 9 . 9 5 o n c a s s e t t e a n d 
£14.95 o n d i s c . 

Indiana Jones and the Lost 
Kingdom, as i n t h e m o v i e , is a l s o 
c o m i n g o u t for t h e C B M 6 4 at £9 .95 , to 
r e m i n d y o u o f t h e film w h i c h h a s 
b e e n o u t for a l m o s t a y e a r n o w f r o m 
Lucas F i l m s . 

The Last Starfighter, a n o t h e r 
C h r i s t m a s g o o d i e , i s a 
U n i v e r s a l / L o r i m a r p r o d u c t i o n , 
d i r e c t e d b y N i c k C a s t l e a n d 
p r o d u c e d j o i n t l y b y G a r y A d e l s o n 
a n d E d w a r d O . D e n a u l t . A s y e t , n o 
g a m e is o u t fo r th is , b u t a s p o k e s -
w o m a n for t h e film te l l s us t h e r e m a y 
b e a n A t a r i d e a l i n t h e U S shor t l y , 
w h i c h w o u l d i n d i c a t e s o m e t h i n g 
h a p p e n i n g h e r e t o o . 

C e n t r e d a r o u n d A l e x , a v i d e o 
g a m e s p l a y e r w h o f i n d s h i m s e l f 
t a k e n o f f to t h e s t r a n g e p l a n e t R y l o s 
to b e c o m e t h e last s t a r f i g h t e r , t h e 
film m a y n o t e n d e a r i tse l f to 5 0 % o f 
the p o p u l a t i o n , i e t h e f e m a l e ha l f . 

F o r a l l its s p e c i a l e f f e c t s a n d g r e a t 
g r a p h i c s , it is a c r a s h i n g d i s a p p o i n t -
m e n t i n that t h e g i r l , M a g g i e , is le f t to 
t w i d d l e h e r t o e s at t h e t r a i l e r p a r k 
w h e r e s h e l i v e s w i t h A l e x , w h i l e h e 
w h i z z e s of f r o u n d t h e u n i v e r s e , 
h a v i n g a n a m a z i n g t i m e . 

But a l t h o u g h A l e x g e t s a l l t h e 
a c t i o n , y o u ' l l b e g l a d to h e a r that h e ' s 
not y o u r t y p i c a l m a c h o t w e r p . H e 
a c t u a l l y c o m e s a c r o s s as q u i t e a n 
i n t e r e s t i n g p e r s o n w i t h a m i n d o f his 
o w n , n o t c o m p l e t e l y o b s e s s e d w i t h 
i m p r e s s i n g his g i r l f r i e n d . H e g e t s 
h o m e s i c k , d e c i d e s h e w a n t s to r e t u r n 
to e a r t h , a n d d o e s so — o n l y to t a k e 
of f a g a i n , th is t i m e w i t h M a g g i e . 

Gremlins, f r o m W a r n e r B r o t h e r s , 
g e t s a t h u m b s d o w n a n d s e v e r a l 
l a r g e r a s p b e r r i e s for b e i n g u n n e c e s -
sar i ly b l o o d t h i r s t y a n d sad is t i c . I ts 
i m a g e r y , i n p a r t i c u l a r , is q u e s t i o n -
a b l e , r e m i n d i n g y o u m o r e o f b l a c k 
m a g i c films a n d g a r g o y l e s t h a n a f i l m 
for g e n e r a l e n t e r t a i n m e n t . 

O n e o f its e x e c u t i v e p r o d u c e r s is 
S t e v e n S p i e l b e r g , w e l l k n o w n for h is 
b o x o f f i c e h e r o ET. H o w e v e r , if y o u 
l i k e d ET, i t 's h i g h l y u n l i k e l y y o u ' l l 
l i k e th is o n e , s a d as that m a y s e e m . 

I t a l l b e g i n s w h e n a n i n v e n t o r 
r e t u r n s from C h i n a t o w n w i t h a n 
u n u s u a l p r e s e n t for h is son , Bi l ly . T h e 
p r e s s i e c o n c e r n e d is a c u t e - l o o k i n g 
p e t , o t h e r w i s e k n o w n as a M o g w a i , 
w h i c h t h e f a m i l y c a l l s G i z m o . 
H o w e v e r , t h e r e a r e s t r i n g e n t r u l e s for 
l o o k i n g a f t e r t h e p e t , n a m e l y : k e e p 
h i m a w a y from w a t e r a n d d o n ' t le t 
h i m g e t w e t , k e e p h i m o u t o f b r i g h t 
l i g h t o r it w i l l k i l l h i m a n d , m o s t 
i m p o r t a n t l y , n e v e r f e e d h i m a f t e r 
m i d n i g h t . 

I f t h e M o g w a i is f e d a f t e r th is t i m e , 
c r e a t u r e s w i l l a p p e a r that l o o k 
s a t a n i c at b e s t , w i t h r e p t i l e - l i k e 
a p p e a r a n c e , r e d e y e s a n d v e r y l a r g e , 
s h a r p t e e t h w h i c h t h e y c o n t i n u a l l y 
s i n k i n t o t e r r i f i e d h u m a n b e i n g s . 

T h e y a l s o d o o t h e r c h a r m i n g t h i n g s 
s u c h as c a t a p u l t i n g d i s a b l e d o l d 
l a d i e s t h r o u g h p l a t e g l a s s w i n d o w s , 
d i g g i n g t h e i r c l a w s i n t o o t h e r 
p e o p l e ' s m o t h e r s a n d t e a c h e r s a n d 
l e a v i n g b l o o d a l l o v e r t h e p l a c e . 
W h e n w a t e r t o u c h e s t h e M o g w a i . it 
resu l ts in b i g , b u r n i n g b l i s t e r s that 
burs t , w i t h a l l t h e a g o n i s i n g s o u n d 
e f f e c t s tha t g o w i t h it. U g h ! 

A l t h o u g h a 15 r a t i n g has b e e n 
s l a p p e d o n t h e film, its c o n t e n t 
m a k e s m o s t X - r a t e d m o v i e s l o o k l i k e 

p a n t o m i m e . I n o t h e r w o r d s , y o u c a n 
g e t i n if y o u ' r e o v e r 15, b u t h o l d o n t o 
y o u r s t o m a c h a n d a s k y o u r s e l f if y o u 
r e a l l y w a n t to s e e a r a t h e r s i c k m o v i e . 

M y s t e r y s u r r o u n d s t h e q u e s t i o n o f 
w h e t h e r a g a m e e x i s t s f o r 
Gremlins. I f it d o e s , A t a r i U K say 
t h e y h a v e n ' t h e a r d o f it — o r t h e f i lm! 
H o w e v e r , J o h n S c r a t c h , m a r k e t i n g 
m a n a g e r at A t a r i i n S u n n y v a l e , 
C a l i f o r n i a , c o n f i r m e d that Gremlins 
a l r e a d y r u n s o n t h e 2 6 0 0 v i d e o 
m a c h i n e o v e r t h e r e , a n d that a 
c o m p u t e r g a m e b a s e d a r o u n d t h e 
film is p l a n n e d f o r t h e A m e r i c a n 
m a r k e t th is s p r i n g . 

F i n a l l y , t h o s e o f y o u w h o p r e f e r 
s t r a i g h t f o r w a r d s p o o k s m a y h a v e 
n o t i c e d t h a t Ghostbusters, a 
C o l u m b i a p i c t u r e , w e n t o n g e n e r a l 
r e l e a s e at t h e s a m e t i m e as Gremlins. 
W i t h its P G c e r t i f i c a t e , it a p p e a l s to a 
w i d e r a u d i e n c e a n d p r o v i d e s m o r e 
l i g h t h e a r t e d w a t c h i n g . 

T h e r e is lo ts o f a c t i o n a n d h u m o u r 
as t h r e e y o u n g p a r a p s y c h o l o g i s t s i n 
N e w Y o r k s e e a g h o s t a n d d e c i d e to 
set u p a g h o s t - c a t c h i n g b u s i n e s s . 

F o r t h e u n e n l i g h t e n e d , p a r a -
p s y c h o l o g y is t h e s t u d y o f t h i n g s that 
g o b u m p i n t h e n i g h t a n d t h e s e t h r e e 
b e c o m e r e a l e x p e r t s at s e e k i n g t h e m 
out , m a k i n g m o n e y o u t o f p e o p l e ' s 
fears . 

A n y o n e w h o f a n c i e s c o p y i n g t h e m 
c o u l d t ry t h e g a m e , o u t from A c t i -
v i s i o n for t h e C B M 6 4 a n d S p e c t r u m . I t 
i n v o l v e s z a p p i n g g h o s t s , u s i n g 
m a r s h m a l l o w s e n s o r s , g h o s t t raps , 
g h o s t ba i t a n d e n e r g y d e t e c t o r s to 
h e l p y o u . Y o u r j o b is to s e a r c h for . 
c a t c h a n d s t o r e g h o s t s , g h o u l s a n d 
t h e M a r s h m a l l o w M a n , w i t h t h e a i d of 
a N e w Y o r k s t r e e t m a p . 

P r i c e s a r e £ 1 0 . 9 9 for t h e C B M 6 4 
c a s s e t t e , £ 1 9 . 9 9 for t h e C B M 6 4 d i s c 
a n d £ 9 . 9 9 for t h e S p e c t r u m c a s s e t t e . 
V e r s i o n s for t h e B B C a n d M S X 
m a c h i n e s w i l l b e o u t at a n y t i m e n o w . 

D i r e c t e d a n d p r o d u c e d b y I v a n 
R e i t m a n , Ghostbusters w a s f i l m e d o n 
l o c a t i o n i n N e w Y o r k a n d B u r b a n k , 
C a l i f o r n i a . I t 's b e e n a g r e a t s u c c e s s 
s i n c e it w a s r e l e a s e d i n t h e U S last 
s u m m e r . 

I f y o u ' v e b e e n to s e e a n y of t h e 
films m e n t i o n e d h e r e , w e ' d l i k e to 
k n o w w h a t y o u t h o u g h t o f t h e m , a n d 
m a y b e h o w y o u c o u l d h a v e d o n e 
t h e m b e t t e r . W h y n o t d r o p us a l i n e 
a n d g i v e us y o u r c o m m e n t s ? M e a n -
w h i l e , h a p p y w a t c h i n g ! 
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P L A N E T O I D 
1 ) A l e x a n d e r M a r c o , 
J e s m o n d , N e w c a s t l e 

2 , 5 6 5 , 2 6 0 
2} N e a l W y l d e , 
W e l w y n , He r t s — 

1 , 6 1 8 , 5 0 0 
3) D a n i e l P o o n , 

N e w a r k — 7 8 3 , 4 7 5 
4 ) P a u l O ' M a l l e y , 
Romsey , Hon ts — 

6 8 4 , 5 5 0 
5 ) R i c h a r d T h o r p e , 

D e n h a m , B u c k s 9 9 , 6 9 0 

A T I C A T A C 
1) G r a h a m P e t e r s . B i l l e r i cay , Essex 
5 , 6 2 9 , 7 9 6 
2) G a r y W a t t s , B ishopstone, H e r e f o r d — 
1 , 7 2 4 , 6 0 5 
3) C a r l T h o m a s , N e w Ferry, W i r r o l — 
9 9 5 , 0 0 3 
4 ) 0 J M u r r a y . Denstone, Ut toxeter 
9 8 5 , 8 3 3 

P S Y T R O N 
1) C l i v e R i c h a r d s , M o n k t o n , Pembrokesh i re 

2 5 4 % 
2) S t u a r t M c i n t o s h , B ishopsbr iggs, G l a s g o w 
- 2 4 8 % 
3) C l i v e R i c h a r d s , M o n k t o n , Pembrokesh i re 
— 206% 

J E T P A C 
1) D a v i d R u s s e t , B r o m l e y , Ken t — 
4 2 , 3 8 6 , 5 0 0 
2) C a r l B o w d e n , W e y m o u t h , Devon -
4 1 , 2 3 5 , 5 2 0 
3) S a n j a y S h a r m a , Redb r i dge , Essex 
— 2 5 , 5 8 6 , 8 0 5 
4) S i m o n C a u d w e l l , 
P o n f r h y d f e n d i g a i d , D y f e d — 
2 0 , 8 4 6 , 1 9 5 
5) S t e v e n O r t o n , R i n g w o o d . Hants 
2 0 , 1 1 0 , 7 1 0 

H A L L O F F A M E 

N a m e I 

I A d d r e s s 
I 
I 
I t 

| T - s h i r t s i z e s m Q m e d • I g e • 

I I s c o r e d 

T i m e t a k e n 

j G a m e 

J C o m p u t e r 

I W i t n e s s ' s s i g n a t u r e 
; 

OUR HALL OF 
FAME GAMES 

Since we relaunched our Hall of 
Fame with some new games, your hi-
scores have been f looding in. Keep it 
up! If you look below, you'l l see we've 
added a few more new games for you 
to try your skil l at. There's Starbike — 
the space game with a difference 
from The Edge—Acornsoft 's Elite, a 
very sophisticated trading game and 
Micro-Gen's Pyjamarama — a sort of 
Jet Set Wally! 

D I A M O N D S 
M i c h a e l O ' M a h o n y w o n a £ 3 5 0 d i a m o n d 
fo r h i s 5 , 9 9 7 h i g h s c o r e o n Diamonds. 
E n g l i s h S o f t w a r e ' s o t h e r b i g g a m e — Jet 
Boot Jack fo r t h e A t a r i c o m p u t e r s a n d 6 4 
— w i l l n o w r e p l a c e Diamonds in H a l l o f 
F a m e . 

J E T P A C 
F l y J e t M a n a r o u n d t h e s c r e e n c o l l e c t i n g 
t h e t h r e e s e c t i o n s of h i s s p a c e s h i p . 

D O N K E Y K O N G 
T h e k i n g o f c l i m b i n g g a m e s . T h e a p e , t h e 
c a r p e n t e r , a n d t h e b l o n d e a r e n o w 
a v a i l a b l e o n A t a r i , V i c 2 0 , 6 4 , a n d T I - 9 9 / 4 a 
f r o m A t a r i s o f t . 

M A N I C M I N E R 
T h e z a n y 2 0 - s c r e e n c l i m b i n g g a m e t h a t 
i n t r o d u c e d M i n e r W i l l y . 

J E T S E T W I L L Y 
W h a t M i n e r W i l l y d i d n e x t . T h i s t i m e 
t h e r e a r e 6 0 s c r e e n s . 

T H E P Y R A M I D 
The Pyramid h a s F a n t a s y ' s u n i q u e h i g h 
s c o r e v e r i f i c a t i o n s y s t e m . 

Z A L A G A 
S p l e n d i d a r c a d e c l o n e fo r t h e B B C . 

S A B R E W U L F 
S i m i l a r t o Atic Atac b u t t w i c e a s t o u g h 
a n d t h r i c e a s p r e t t y . 

P S Y T R O N 
B e y o n d ' s f i r s t b i g h i t f o r t h e S p e c t r u m . 
The Psytron i s a c o m p u t e r i s e d d e t e n c e 
s y s t e m f o r t h e p l a n e t B e t u l a 5 . 

E L I T E 
A c o m s o f t ' s s o p h i s t i c a t e d s p a c e t r a d i n g 
g a m e . G r e a t g r a p h i c s a n d a c t i o n . 

S T A R B I K E 
T h e E d g e p r o m i s e a g o l d B M X b i k e t o t h e 
h i g h e s t s c o r e r o n t h e i r n e w g a m e . 

J U M P C H A L L E N G E 
E d d i e K i d d ' s b r a n d n e w c o m p u t e r g a m e 
w h i c h f e a t u r e s b u s e s , b a r r e l s a n d b i k e s . 
E v e n E d d i e f o u n d i t d i f f i c u l t ! 

P Y J A M A R A M A 
W a l l y s t e p s i n t o a n i g h t m a r e — a n d i n t o 
C&VG's H a l l o f F a m e . 

P A R S E C 
1 ) R i c h a r d D r e s n e r , ^ 
C r o w b o r o u g h , E. Sussex 
— 1 , 5 5 0 , 7 0 0 ¥ 

2) N i c h o l a s H a r t , Hu l l 
N o r t h H u m b e r s i d e 
2 . 5 2 8 , 6 0 0 * 
3) I o n W i l s o n , 
G w y n e d d , 
Nor th Wa les — 
5 9 3 , 0 0 0 
4) J o n a t h a n P i e r c e , N e w p o r t , Shropshi re 
3 3 3 . 3 0 0 
5) K e i t h J a y a s e k a r a . C h e l m s f o r d , Essex — 
2 8 1 , 5 0 0 

S T A R B I K E 
1 ) S t e v e n R o u t l e d g o , Hayes, M idd lesex 
1 6 9 , 1 4 5 
2) D e r e k K e n t , Wes te rby , Leicester 
1 4 6 , 5 5 0 
3) D e n z i l N e w t o n , G r e e n f i e l d , Beds 
1 3 2 , 8 8 0 
4) S c o t t M o r r i s e y , Hayes, M idd lesex 
1 2 5 , 9 8 0 
5) P a u l W h i t e , W i r r a l , Merseys ide 
116,600 

M A N I C M I N E R 
t ) M a r c u s C o r n a l l , Sutton, Hu l l 
2 8 , 6 4 8 , 3 3 6 
2) A n t h o n y C a r r , Sunder land , Tyne & Wear 

1 0 , 7 0 5 , 8 8 0 
3) P H u t t o n , Brack ley , Nor than ts — 
1 0 . 2 4 6 , 1 2 0 
4) R i c h a r d D o u t h w a l t e , H y d e , Cheshi re 
7 , 5 4 9 , 0 4 8 
5) U t h e r M a h m u d , C o l i n d a l e , 
London 5 , 0 2 0 , 1 8 3 

AHTH0NY ROPER * * 

E L I T E 
1) J a s o n W a t t o n , 
Cheps tow , G w e n t — 
D e a d l y 
2} A n t h o n y R o p e r , 
Por thcawl , South Wa les 
— D a n g e r o u s 
3) J a m e s C a m e r o n , 
G l a s g o w , Scot land 
D a n g e r o u s 

S A B R E W U L F * 
1) C l i v e N o l a n . Ruge ley , Stoffs 
6 , 0 0 6 . 2 8 5 
2) K e v i n M u r r a y . A b e r d e e n — 3 . 9 6 0 , 5 1 0 
3) J a m e s M c A l p i n e , Ca rdona ld , G l a s g o w 

2 , 9 4 5 . 6 0 0 
4) G a v i n W o o d , D a g e n h a m , Essex — 
2 , 7 9 5 , 9 0 5 
5) P a u l M a g u i r e , Doncasler 2 . 5 8 4 , 9 5 0 

P Y J A M A R A M A 
1) R i c h a r d C o b d e n , L i t t l ehampton , Sussex 
— 100% 
2) R i c h a r d T i l l e y , Wes ton ing , Beds 9 9 % 
3) I a n P a u l , Ay r , Scot land — 9 8 % 
4) T i m J o h n s o n , Erith, Kent 9 4 % 
5) A d r i a n W a t s o n , Stock lon-on-Tees 
9 3 % 
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THE NEW ATARI 
A64K 
800XL 
E V E R Y T H I N G Y O U W A N T F R O M A H O M E C O M P U T E R 
1. ATARI 64K 600XL - [ 1 » : The Atar i 800XL nas many fac i l i t ies «no inc ludes such advanced speci f icat ions that you wi l l be « m j j « by its 

pe r fo rmance At I d * new retfuC«<3 p n c e Of on ly 11 ?9 inc VAT for • Ion spec i f i ca t ion 64K c o m p u t e r w i i n a proper fu l l a l roke keyboard , we 
bel ieve that the aOOXL c«nno t b« beaten C o m p a r e Atar i w i t h the compe t i t i on , just 100* at t i e s e spec i f icat ions -
COLOUR CAPABILITIES '6 ccnou". < " 1 i n t en t i iw 4.. --g 236a<net*nt colour] 1 all 01 tne 2S« colour* can be di*pi*yod at m« m i lima) 
OPERAT1NO SYSTEM N K ROM including Atari U j k programming language ana a S*M diagnostic lest program. 
K E Y B O A R D : Fjm strove oesign » n n 6? key* mr K>mg nelp l e y a n a a spcc.al funct ion » e y i internat ional cnaracter t e i and 29 p a p h i c s key* 
SOUND 4 independent t o u M synihesise's rocft cepis ie ot producing r n u r m a 3 ' . oclare or a * <lr variety or special tound >'«Ktt 1 Additional 
pro?>a"lining can achieve an octave range up to n.ne octave*'} 
DISPLAY: 11 graphic model and S t en m o d - i l /p 10 WO - '92 'esoiulion M ^ n n u m » • ! display 2* '.net by 40 column, 
SPECIAL ATARI I N T E G R A T E D C I R C U I T S : G T l A ' o r g r » p n . c * d i t p l » y Pokey lor * o j n d a n f l c o m r o l i e i pe ' ts A n t . ; -at screen c o n l i o a n o l i O ( input Output l 
C P U : 6S02C m i c r o p r o c e u o r • D 5 0 m < i o * e c o n a cyc le ai-o a doe* speed o ' 1 79 M m 
E X T E N D E D O R A P M I C S F U N C T I O N S . High resn- l -on grapn-c-. v . . I. coM^red character let Software K I W I s» l in ing If. I ipc red '.ned chance r M i l 
Player misntv {sprite) g raphs* fme t c e e n scrolling Changeable colour 'eg,t ier* Smooth ena'acte' movement S-mp»e ootou' animation I w M i n 
P R O G R A M M I N G F E A T U R E S Built Ai».. Basic programming language topporl.ng peek pone «nfl u$R plut at H o m e ' i r ^ u a g e t av«. i t » Ineheip 
Hey will provide addihonai "formation and menu screen* »>th certain ^ t w i r i r Full on. screen edit.' -) 1* available at well a t t y n l i , checking on entry 
I N P U T / O U T P U T External processor but tor expansion with memory and peripherals Compotue video monitor ouip.it Peripheral port lor direct conn« lH* i 
(o Alar, standard pO'.phe'ait Softwa-e cttKidgc Hot is included at wen aa 1 ioysiic< contrr/ier ports 
SOFTWARE: Orei 1 S00 'lem* of software are aviiieble rrtciud-ng sell loachmg program* wiin unique w e e over The range ot program) .nciude* Education 
Home Management A Programming axM There I I also APX |Atan Program Eicnangel and ot court* Alar, t lamuul entertainment toftware new at only 

in addition there . * * ho»to» support and rwtp available Irom specialist Atenmagaj.ne* i.*e Antic and Analog ana horn over 7S Alan b e j * * rt-anuan 
2 ATARI 400 16K G A M E S M A C H I N E • £29: We nave several A tar i 400 games conso les compu te rs w i th 16K RAW The pr ice is £29 Itor a 

recond i t i oned mode l ) o r £39 tor a new mach ine B o t h c o m e w i t h 12 m o n t h s guaran tee The Atar i 400 can p lay all 800XL R O M car t r idge 
games a n d is expandab le up t o 4flK R A M Compu te r u p g r a d e w i th B a n c P rog ramming Kit (£30) op t iona l ext ra 

1. ATARI 1010 P f l O Q R A M RECORDER - £34: For low cost s torage a n d retr ieval capab i l i t y Oa t * t ransmiss ion 600 baud Storage capabi l i ty 
too* by tes on a Sixty m inu te cassette Track con f i gu ra t i on t ou r t rack, two channe ls (d ig i ta l and audio) A u t o r e c o r d / p U y b a c k ' p a u s * 
c o n t r o l / u n i q u e s o u n d t h r o u g n faci l i ty Bui l t m acc identa l e rasure prevent ion, au tomat i c shu lo f f a n d 3 digit tape counter 

4 ATARI 1050 D U A L DENSITY DISK DRIVE - £199: S\; d isks h o l d i n g 127K randomly accessib le bytes p rov ide bo th expans ion a n d 
f lex ib i l i ty for you r 4O0L'BOO or XL sys tem w i th new he lp fu l O O S 3 A l l cus tomers w h o purchase a Disk Dr ive f r om Si l ica S h o p wil l be 
au tomat ica l l y g iven a FREE set of 100 p rog rams o n 3 Disks reco rded o n b o t h sides 

J. ATARI 1020 C O L O U R PRINTER - £99: P n n ; * r and Plot ter w i th four co lou r g raph ic pr in t capab<t'ty 40 c o l u m n w id th p r in t ing at 10 
characters per t e c o n d Can pr in t 5. 10 a n d 20 charac ters per i nch 64 cha iac le r s i tes Pr ints lext <n 4 d i rec t ions Cf to tce o f l ine types 

6. ATAR11027 LETTER QUAL ITY PRINTER • £249 For w o r d p rocess ing let ters i n p ro fess iona l type Print speed o l 2 0 c h a r s per second 
7. ATARI T O U C H TABLET • £49: Enables y o u t o d raw and pit nt p i c tu res o n you r T V screen, w i th the l o u c h of a s ty lus 
a. ATARI TRAK BALL C O N T R O L L E R • £19 95 Enables cursor movement in any d i rec t i on a n d adds arcade rea l ism to your games 
9, ATARI SUPER C O N T R O L L E R - £9.95: The u l t imate |Oyst c k w i t h doub le f i re bu t t on to g ive y o u a greater compe t i t i ve edge in your games 

SILICA S H O P ARE T H E No1 ATARI SPECIALIST 
Sil ica Shop are n o w f i rmly estab l ished as the No i Atar i re ta i l /mai l order a n d wholesa le special ist in the U K We a l ready of fer our service to 
over 120,000 cus tomers . tO.OOO o l w h o m nave purchased Atar i H o m e C o m p u t e r s Because we special ise l a n d w i th a turnover o t £ i 5 
mi l l ion) , w e a i e ab le to keep prrcas low b y bu lk purchases R ing one of ou r 4$ staff a n d we wi l l be g lad to be o t service t o y o u Comple te the 
c o u p o n be low a n d w e wil l send you our A l a n pack w i t h ou r 16 page pr ice hat a n d XL co lou r ca ta logue 
E X T E N D E D T W O Y E A R G U A R A N T E E : W e era a n A l a n Service Cen t re J M to service a n d lepair Atari equ ipment a n d nave a d d e d a I? montn guarantee t o l h e 
v w ottered by A lan giving y o u a lull 2 y e a i g u a r a n t e e o n your new X I computer 
SPECIALIST SUPPORT: Our tec i n eel s ta l l a re Aiwayt f m i a b K ! on the te laohone lo he lp a n d e d v t e you W e endeavour to horn stock* of e v * ' v Am . 
compat ib le i tem available m m e u K a n d * e stock over rs A t a n Books and manuals 
AFTER S A L E S S E R V I C E : iVhen you p u r c h a i e your equ ipment i r u m Sil ica, your narre m: tie au tomat4a< 'v a d d e d to our m i ' ng m i You a il m e n race™* p r « e 
. t lx newsletters a n d detai l * of n e w re lease* a n d deve lopments as wai l a * special offers w h i c h are exclusive to Silica Atan C o m p u t e r O w n e r * 

L O W PRICES: Our p n c e * inc lude VAT a n a are exlrematy compet i t ive W e normi i ry m a t e * a n y rower pr ice ot tered b y out compet i tor * 
F R E E C O M P U T E R O W N E R S C L U # : 1>.s -s to an A t a n computer ov-1 "Aspect .ve ot wriere j p u ' c h a i e a ycur ; '"lei-'t M ^ n o ^ s n . ? s f M E L j i d 
ent i t le* you to receive bul let in* giving detai ls of n e w releases a n d deve lopment * Send n o w lor your F R E E in tormanon pack price usi t colour cata logue 
P A Y M E N T .v« accept caan c h e q u e * p o i i e i orders a n d a" C w S t C a r d * W e a l t o otter credit lac ntie* over 1 ? o r 3 years p « a a e wr i te to i a written quota t ion 
N E X T DAY D E L I V E R Y FREE An goods d e * p a i c n e d i romS- i i ca Shop are normally ten t By i " s J c i a s * p o a t or parcel poet FREE O F C H A R G E A * a *pec>ai introductory 
o f e r tor a l imited per iod only w e wa l be t e n d i n g all C o m p u t e r s a n d Disk Dr ive* by a n««t day S e c , . r < o r d e w e ' y service at Oc* o w n e i p e n t e 
So (Ml In (he coupon below with a literature enquiry or order and begin to experience a specialist Atari service thai Is second to none. 

S I L I C A S H O P LTD, 1-4 T h e Mews, Hathertey Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111 
ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE 

To: SILICA SHOP LTD, Dept CVG 0285, 1-4 The Mews, Hathertey Road, 4 
Sidcup, Kent, DA14 4DX Telephone: 01-309 1111 

LITERATURE REQUEST 

• P l e a s e s e n d m e y o u r F f l E E c o l o u r b r o c h u r e s a n d 1 6 p a g e p r i c e l i s t o n A t a r i C o m p u t e r * . 

O I o w n a V i d e o g a m e D I o w n > C o m p u t e r 

Mr M r s M s : 

A d d r e s s : 

Initials: S u r n a m e 

P o s t c o d e : 

I 

PAP^R REVEST 
P L E A S E S E N D M E : 
• 800XL 64K Compu te r 
• 400 I «K Games Mach ine 
• 1010 Prog ram Recorder 
• 1050 127K Dish Drive 

G 1020 4 Co lou r Pnn ler 
£129 • Letter Qua l i t y Pr inter 

£29. £39 • T o u c h Table! • Car t r idge 
£34 • Trek Bal l 

£199 • Super Cont ro l le r 

£99 
£249 

£49 
£19 95 

£9 95 

ALL PRICES OUOTED ARE INCLUSIVE OF VAT • POSTAGE t PACKING IS FREE OF CHARGE 

• I enc lose Cheque P.O payab le l o Si l ica S h o p L im i ted for the fo l l ow ing a m o u n t £ 

• CREDIT C A R D - Please deb i t my : 
Access , Barc laycard i , VlsA 'Amer ican Express Diners C lub C a r d Number 

I 
I 
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5 
If you haven't seen this great movie yet then you don't know 
what you've been missing. And you'll kick yourself if you 
miss the chance to enter C&VG' s great Starfighter 
competition. It's totally out of this world! So if you want to find i * 
out how to win a bunch of Starfighter goodies, just read on. ^ \v/ * 

W a n t to j o i n The Last Starfighter o n fflff * A f V T M f f l V A l l H V ^ 3 
his m i s s i o n to s a v e t h e u n i v e r s e ? 
W e l l t h e first s t e p is to g e t y o u r I I V P I I I I f \ \ I I | | l | \ ' ' 
h a n d s o n t h e v e r y s p e c i a l Computer ^ l l U L u l l l l l l U I _ / / ' fr , 
& Video Games S t a r f i g h t e r S u r v i v a l 
k i t . ^ ^ ^ 

T h e k i t cons is ts o f a Lasr Starfighter * M t m W " 1 " aame o f ^ Stariighter's 
p i c t u r e b o o k , a n e x c l u s i v e Lasf ^ ^ F friendly lizard-like co-pilot? 
Starfighter t e e - s h i r t . T h e L a s f I H ^ ^ 
Starfighter s o u n d t r a c k a l b u m — p l u s 
a S ta r f igh te r m o v i e p o s t e r so b i g that 
y o u r p a r e n t s w o n ' t h a v e to b o t h e r 
a b o u t w a l l p a p e r i n g y o u r r o o m ! 

B e t h e e n v y o f y o u r f r i e n d s a n d t ry N ^ ^ M ^ ^ ^ ^ T ^ ^ ^ B S 4 
to w i n o n e o f 2 0 S t a r f i g h t e r S u r v i v a l * " T * . ^ ^ H ^ H f ' fe Q 
Kits w h i c h w e ' v e t e l e p o r t e d d o w n L v < ^ ^ H 1 ^ ^ H p ^ 
f r o m t h e p l a n e t R y l o s s p e c i a l l y for ,1 t 1 1 ~ L u r 
Computer & Video Games r e a d e r s . 

A l l y o u h a v e to d o is a n s w e r t h r e e ' . - J E ^ H I fl^HHH^A 
s i m p l e q u e s t i o n s a b o u t t h e f i lm a n d a L ^ ^ H M H • 1 " I ^ ^ ^ P 
S u r v i v a l Kit c o u l d b e yours ! I f y o u 
r e a d t h e last i ssue 's f e a t u r e a b o u t t h e 
m o v i e t h e n t h e a n s w e r s t o t h o s e 
q u e s t i o n s w i l l b e so s i m p l e ! 

O n c e y o u ' v e a n s w e r e d t h e m , f i l l i n 
t h e c o u p o n a n d r u s h it to Computer & V 
Video Games. S t a r f i g h t e r 
C o m p e t i t i o n , P r i o r y C o u r t , 30 -32 
F a r r i n g d o n L a n e , L o n d o n E C 1 R 3 A U , 
C l o s i n g d a t e for e n t r i e s is F e b r u a r y 
16th. N o r m a l C&VG c o m p e t i t i o n ^ ^ u n u t i . T f c . L M t Starfiahtw's real ^ ^ W h a t * * * 5 P a c e s h i P w h i c h 0 1 6 

r u l e s a p p l y a n d t h e e d i t o r ' s d e c i s i o n • • ™ - ~ mm ^ * •• ^ t y 
is f ina l ^ ^ K o - D " battlefleet called? 
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48 K SPECTRUM in Loprofile Keyboard, 
Kempston and ZX2 with Compro Joystick, tape 
recorder £400 worth of games, carry case. 
Tranzam Rom. old mags etc. Total price £650, 
will sell lor £400 o n o Tel: EHastone (033524) 
215 alter 5pm 

SPECTRUM 48K DK Tronics Keyboard, Data 
Recorder, cost £210 accept £105 Latest 
software titles cost £570 accept £250 or will 
separate (Essex) 02774 51395 

VIC 20 + 32K switchable E2N recorder light-
pen , M/E Mon i t o r , S upe r Expande r , 
Motherboard Joystick £50. Software books 
including reference guide magazines £161 
o n o . Evenings, weekends, Radnage 2017. 

ACORN ELECTRON. 10 months old. new 
Acorn Data Recorder, stacks of books and 
magazines, £100 of software. T.K.V Blgeeretc, 
only £230 o.n.O. Tel: Lyndhurst 3535. evenings 
only please 

ATARI 800XL, hardly used, still boxed. £175. 
Atari software on cassette disk and Rom from 
£10 Tel 05436 72055 

Ti99.'4A COMPUTER complete with manuals 
and all leads, plus extended basic. Speech 
synthesiser, joystick adaptor, cassette lead. 
Parsec, Chess and adventure modules with 
two adventures, plus over 100 cassette games. 
£130 ono. Tel (0234) 720567 

T199-4A games. Fast action extended basic 
games. Tonys Travels — £2.50 Gridchase 
£2.50 Both contain Sprite Graphics and 
sound Joysticks only. Make cheques payable 
to K. Hargreves Send to 9 Poplar Close, 
Bingham, Notts NG13 8GX, 

SHARP MZ-700 with built in date recorder + 
manual. User Club magazines + software. 
£200 ono Mint condition. Tel Bradford 814047. 

FOR SALE: Dragon 32 home computer, c - w 
cassette recorder. 1 joystick, 3 cartridges and 
3 cassette games. Plenty of books and 
magazines. £140 ono. Phone Bicester 245080. 

SPECTRUM S O F T W A R E . Mr W impey . 
Spectapede, Dallas £2 each or send your list of 
swaps lor mine approx 200 Michael Hemsley, 3 
Russet Street, Falkirk, Scotland FK2 7HX or 
phone 0324 20702 alter 4 pm 

SPECTRUM 48k. £170 of software including 
top games and magazines. Radio Cassette 
Recorder, Kempston Joystick interface, dust 
cover All original, slill boxed, excellent 
condition worth over £325 only £165 O.N.O.! 
Great Christmas present) phone Klnver (0384) 
872295 after 4 pm (Dave). 

ATMOS SUPER 20 great games like Hunch 
Back. Olympics, etc: £4.95. S Raynes, 43, Red 
Acre. Clockface, St. Helens, Merseyslde, WA9 
4LN 

ATARI 800 plus 1050 Disk drive all best 
software available for Atari give me reasonable 
offer tei 6.30 pm to 7 45 pm week days 01 748 
6331 

EXCITING CBM 64 Software for sale Scope 64. 
£12. The Hobbit £10. many others £5 including 
Matrix, Hunchback, Space Pilot, Hover Boover, 
Eagle Empire. Falcon Patrol, Son of Blagger. 
Chinese Juggler. All Good as new Ring 
A Andrew (01) 868 7526 for details. 

VIC-20 Cartridges Road Race, Cosmic 
Cruncher, Super Lander, Omega Race, Radar 
Rat Race. Mole Attack, Pirate Cove, Gorf. £3 50 
each or £2100 for whole lot. Phone (0539) 
21503 Alter 4 pm. 

ORAGON 32 Cassette recorder, Joysticks, 
book, and Software including The King and 
Defence. Sell for 145 O.N.O. Tel (056) 2753 
3603 

ATARI 48K 400 with modified 810 disk drive 
and Joystick some Software and manual 
excellent condition bargain £300 Tel evenings 
01 907 9546 

ABSOLUTE bargain Dragon 32 with Joystick 
light pen with operative Software 100 founds 
worlh of games all leads and manuals £100 
O.N.O. will swap for Hardware phone (023) 682 
2363 

VIC 20 SOFTWARE. Flight Path 737, Jet Pac, 
Sky Hawk. Hell Gate, so games cassette. 
League Soccer Lots more, inc lud ing 
adventure games, will accept between 50p and 
£3.50 depending on game. 

ATARI SOFTWARE, Saga 1, Space Shuttle and 
Speedway Blast plus about 250 others Some 
of the Newest imported Software to swap or 
sell. Phone Doncaster 0302 723487 Ask for 
Tony 

CBM 64 Software to swap. Hundreds of titles 
(British. American etc) send letter and list to: 
Darren, 23 Lansdowne Road, Hayley Green, 
Halesowen. West Midlands B63 1BP all letters 
answered, hurry!! 

COLECOVIStON GAMES, Zaxxon, D. Kong 
(Jun.), Popeye. 0 Bert. Looping, Mr Do. 
Ventures Avenger, Corf. Carnival, £12 each 
cheques'P.O. to: C Cowperthwalte, 16. 
Midfield, Langho, Blackburn, Lanes BB6 8HF 

CBM 64.1 have more than 600 quality games to 
swap against other new titles, send your list to 
T. Blanchot 57, rue Des Fougeres 57070 Metz. 
France 

48K SPECTRUM including Kempston interface 
Curram U speech. £60 worth of Software 
including Jet Set Willy. Wheelie, Jetman, Atic 
Atac, Kosmic Kanga Worth £240 accept £120 
Telephone 778 3039 (021) 

SPECTRUM Horserace Predictor. 16k or 48k 
65% success rate, avarage odds approxi-
mately 2-1 send £4 cheque payable to S. A 
Jeffery or write to 84 Saddlers Walk. Blackpool 
Village. Worcester WR4 9JR 

ATARI 600XL, 1010 recorder, 1050 Disk drive, 
manuals. Joysticks, £440 of original Software 
under guarantee, still boxed, worth £840 sell 
for only £440 o.n.o. Tel: 01 554 1640 

ATARI 800XL and 1010 Program recorder and 
two quickshot II joysticks and Pole Position 
cartridge for sale for £210, Tel: 789 8248 from 9 
am to 4 pm Monday to Saturday. 

ATARI 600XL (or sale with Atari 410 program 
recorder comes with Star Raiders, Centipede 
and Mountain King also Atari basic book and 
an introduction to basic program and a 
joystick. (Quickshot II). Tel: PoynTon (0625) 
871042 after 6.00 pm. Price £180 00. 

ATARI SOFTWARE over 100 titles on tape disk 
and cartridge all originals. See fun list S Wild. 
44 Augusta Close, Rochdale, Lanes OC12 6HT. 
Tel (0706) 59602 

16K VIC 20 Adventures Amazonian Quest. 
Haunted House. Sword Quest and Spy Story. 
All include save game £5.00 each new year 
Offer — two for £8.00! T. Runeckles, 2 Warners 
Avenue, Hoddesdon, Herts. 

ATARI SOFTWARE Pole Position, Encounter, 
Boulder Dash, Tennis BC's Quest, Pokersam, 
Blue Max. Bruce Lee Plus many more and 
various Adventures all Irom £5. Phone Leigh 
676639 evenings only. Ask for Paul 

DISK BOXES hold 70 disks flip over smoked lid 
beautiful only £13.99 pere 67 Church Road, 
London NW4 

SPECTRUM STACK light rifle with software 
joystick £60 software etc Cost £110 wap for 
interface or microdrive or Spectrum modern or 
sell for £50 sell phone 0342 713422 

COLECOVISION and VCS converter, super 
action controllers with 45 tapes including 
Rocky and Baseball willing to negotiate price 
everything including instructions intact only 7 
months old phone (01) 722 1081 (preferably at 
weekends) and ask for James. 

48K ATARI 400 in perfect condition for sale 
Selling with basic cartridge Hockey and two 
joysticks altogether selling for £75.00. Tel (01) 
289 2450 or write 21 Cavendish Close, London 
NWS 

TEXAS TI99JA Extended basic invaders biasto 
addition and subtraction modules books 99 er 
Mags other Mags Cassette games 1 year old 
joysticks £140 O.D.O. Phone Maidstone 63592 
AROUND 250 original Atari programs to swap 
or sell for £5 each: - Discs, Roms and 
Cassettes. Also Hintsheet (£1) for most 
adventures alternatively. 6 brilliant M'C 
synthesised melodies on cassette or disc for 
£3.95 Enquiries: - 2 Hillcresl. Skellow, 
Doncaster. Phone 0302 723487 

OALLAS QUEST solved the complete solution 
to this brilliant, complex adventure only £200 
send a large S.A.E. to: - David Fearn. 38 
Byfords Road. Huntley. Glos GL19 3EL. 

COMMODORE 64 original games for sale 
Falcon Patrol, Forbidden, Forest. Aztec 
Challenge, Armageddon, Eureka, Hobbit, 
Valhalla, Laser Strike, Skramble. Crazy Kong, 
3D Time Trek, Sheep in Space. Manic Miner, 
The Gold Baton. Hunchback, £3.00 each. Ring 
Kenny (03573) 439 after 6 pm. 

DALLS QUEST step by step instructions to 
solve this adventure Irom U S Gold only £1.00, 
make cheque, postal order pyable to Richard 
Taylor and send with your name and address to 
Vicarage Lane, Horley, Surrey RH6 8BA. 

BUY ONLY program for CBM 64 last new 
program — I have 2000 program but don't have 
new program — tel me or write to me at my 
house in Italy Ciao Giuliano. 

UNWANTED GAMES to be sold send a list with 
a S.A E. I might be interested to buy some ol 
your games, reasonable price. Commodore 
games only. 

COMMODORE VIC 20 with plenty of software. 
Ouickshot joystick 16K expansion tape 
recorder altogether worth over £250 yours for 
only £130 please contact Neil Sherwood 207 
Alder Road. Poole. Dorset 8H12 4AW. 

COMMODORE 64 Simons baste cartridge and 
Instruction manual £25 1 have most American 
titles incluldng Jump Man, Flight Slmulater II 
will to sell or swap. Write David Wood, 1 
Windle Royo Lane, Burnley Road. Halifax, 
West Yorkshire HX2 7LY, 

TEXAS TI99/4A cassette player and leads, 
Joysticks, ten games, Induidng Parsec. games 
booklet and teach yourself basic £100. Tel: (01) 
553 1183. 

ATARI 400 16K full stroke keyboard basic 
cartridge cassette recorder £160 worlh original 
software including Pacman, Pole Position. 
Defender £160 and Tel Bromsgrove 3117 
evenings. 

COMMODORE 64 Discopier Discatac copies 
error protected Discs other features 52K Buffer 
100% MC copies multi part programs 1 or 2 
Drives only for further details ring Medway 
(0634) 43542 

TI99/4A plus cassette, and leads, loystlcks £65 
extended basic £50. 5 modules £25. speech 
synthesizer £10, assorted games, books, 
listings £10 or £145 for all Tel: (061) 480 9532 

COMMODORE 64 software wanted. Buy, swap 
or sell. Send lists In return for mine, will 
answer each letter write to Asif Din, 37 
Deeptlsh Road. Rochdale G.M.C England OI1 
1PH 

ZX81 16K as new six games manual leads £50 
O.N.O 0851 714. Calling Neil Sklles, 47 North 
Shawbost, Isle of Lewis PA86 9BG 

WANTED TI99MA Extended basic spech 
synthesizer and terminal-Emulator It with 
Instructions will accept separately or together 
genuine offers only contact Adrian, 61 Tollbar 
Road, Gleadtess, Sheffield S1Z 2QZ. 

WANTED ZX Spectrum Printer, will pay up to 
£30 lor Sinclair version. Tel Todmorden 
(070681) 4653 after 4pm and ask for David. 

TI-99V4A owners — ever wished you had proper 
lower-case instead of those small capitals? 
Well, now the solution is here just send £150 
to: Tristan Driver, 54 Bournvllle Avenue. 
Chatham, Kent. 

VIC 20 AND 16K switchable. cassette recorder, 
speed synthesizer. 32K Ram Pack, over 120 
games etc worth at least £350 sell £195. Phone: 
(01) 889 2916 after 6.30pm 

B.B.C. '8 ' users want any software? I have over 
60 programs for sale, all originals! Includes 
Gulp. Snapper. Planetoid. Rocket Raid, 
E M B.A., and many more, ring Dave:-
Leicester (0533) 710889 

VIC 20 C2N cassette deck, introduction to 
basic part 1. quickshot l joystick lots of games 
£100 O.N.O Ux 37604 

GENUINE BARGAIN! C.B.S. Colecovision 
video computer and Donkey King cartridge for 
sale practically brand new, worth £150 selling 
for £50 also Zaxxon £15. Popeye, Mr Do, 
Pepper II £10 each. All In excellent condition or 
make your own offer. Phone: Julian (4001) 444 
3102. 

COMMODORE 64 games to sell including top 
American and British Tiles Etc. Zaxxon, 
Gyruss. Star Wars. Arabian Nights, Revenge 
plus utilities Phone: Stephen (0332) 518493 
after 4 pm all day. weekends. 

SWAP £150 worth of original C6X software 
including Zaxxon. Beachhead, Astro-chase. 
Loco, Pyramid. Decathlon, Forbidden Forest 
etc plus cash for 1541 D/Drive or 1520 
P/Plotter. If interested ring 0255 813161. 

ORK ATMOS SOFTWARE. Too many to name 
sent for list for R I. Staxidrin, 37 Guanock 
Terrace. King's Lynn. Norfolk, PE30 SOT. Tel: 
(0553) 65880 

CBM 64 Plus C2N cassette unit, 20 games 
including Pole Position, Hulk etc plus many 
magazines, worth around £500 Selling for 
£350 Other prices negotiable Phone 01-274 
8761 after 5.30pm. 
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LEGEND has it that several 
hundred years ago in a 
province in Northern Europe 

there existed a great Magician who 
was known by the people of the 
time as Ulrich. 

Ulrich discovered that there had 
once existed a legendary Dragon 
Amulet, the fragments of which had 
become scattered throughout time. 
Ulrich wished to recover all the frag-
ments but by the time of his dis-
covery had become too old and 
infirm to undertake the task by 
himself. 

So U l r i ch commanded his 
athletic protege Kokotoni Wilf, to 
recover all of the fragments for him. 

T ? u u i 
M w w b - e - r O n e . 

S T A Y C A L M 1 

Ulrich sent Wilf back in time 
more than a million years to a 
period when dinosaurs still roamed 
the Earth. 

Initially the only assistance 
Ulrich gave Wilf was to provide him 
with a set of wings. 

Only when all of the fragments 
had been collected from a particular 
Time-Zone was Ulrich able to offer 
further help by creating a glowing 
Time-Zone which enabled Wilf to 
travel to another Time-Zone where 
more fragments of the Amulet were 
to be found. 

G E N E R A L T IPS: 
Kokotoni Wilf is a big game and will 
take several hours to complete — 
even if you are an expert — so the 
first tip is STAY CALM. Any attempt 
to make short cuts is sure to lead to 
trouble and loss of one of Wilf's 
precious lives. 

Secondly, there are a number of 
Kill-Colours in the game, and 
objects of these colours can be 
harmlul to Wilf so be very careful 
when manoeuvring around yellow, 
purple and cyan obstacles, however 
innocuous they may at first appear. 

Thirdly, all moving objects, 
animal or otherwise, are out to 
prevent Wilf from recovering all the 
fragments of the Amulet. Touch 
them at your peril! 

KOKD 

S P E C I F I C T I P S 
Although it's possible to start Koko-
toni Wilf on either Time-Zones 1, 2 
or 3 by depressing the appropriate 

key before commencing play, we'll 
assume that we've started on Time-
Zone 1. 

Wilf is easily controlled by just 
three keys which move him left and 
right and up. Repeated pressing of 
the "Up" key can be used to make 
Wilf hover and the skilled player can 
with practice learn to fly Wilf into 
and out of some pretty tight 
corners! 

T i m e - Z o n e 1 
This is a doddle to the practised 
player, but can present enough 
problems to the beginner to warrant 
a few lines. 
Screen 1: Wilf starts at the top left 
of the screen and floats down safely 
unless told to do otherwise. The 
fragment of the Amulet here is 
positioned just over the ptero-
dactyl's nest. 

Don't venture into the nest — 
those baby flying dinosaurs can 
frighten a life out of Wilf! 
Screen 2: Shouldn't present a prob-
lem, just watch out for those 
dinosaur's tongues! 
Screen 3: Hover over the top of the 
flying dinosaur and as it flies under-
neath let Wilf fall under gravity. You 
should now be showing three items 
collected on the screen. 
Screen 4: Takes Wilf into the first of 
many cave scenes. Mind those 
stalagtites, they can give Wilf an 
awful headache. Co l lec t the 
fragment and exit this screen by 
falling under gravity down the 

tunne! at the bottom left hand 
corner. 
Screen 5: Fall under gravity down 
the extreme left-hand side of this 
screen if you want to help Wilf avoid 
losing another precious life. 
Screen 6: Of the two entrances to 
this screen from the left the safest 
is the upper one. 

Stop immediately you enter the 
screen and fly over the dangerously 
placed stalagmite on the cavern 
floor. Recover the fragment by 
enter ing the tunnel via the 
horizontal passage. 
Screen 7: Can be tackled now or left 
to later, either way it has to be com-
pleted before Ulrich can create the 
Time-Gate which will allow Wilf to 
travel to the next Time-Period. 
Collecting the fragment is easy, but 
if you're a little slow getting out of 
the pool you'll be trapped by the 
fish. Best thing to do here is flee to 
the right and wait for the fish to 
retreat. Passing the man-eating 
plant requires some considerable 
fleetness of finger. Try hovering 
immediately beneath the stalagtite, 
as the plant begins to fall, fly up and 
over to the right, this will take you 
to screen 8. 
Screen 8: Requires Wilf to accomp-
lish a tricky little manoeuvre to 
recover this piece of the Amulet, 
hovering between the jumping 
plants is advised. 
Screen 91: Can be a tricky one. After 
flying past the circling birds, Wilf's 
best plan of attack here is to fly over 

T i m e Z o n e 1 B C 1 0 0 0 0 0 0 
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T i m e Z o n e 2 A O 1 0 6 6 

T i m e Z o n e 3 A D 1 4 6 7 

the pterodactyl and fall under 
gravity down the right side of the 
screen. On reaching the fragment, 
a diagonal flightpath should get 
Wilf safely out of reach of the 
dinosaur very quickly. 
Screen 10: Requires Wilf to fly in 
from the left so that he avoids the 
pacing wolf. The highly toxic mush-
rooms on this screen are also not a 
recommended part of a healthy diet 
for Wilf. 

Screen 11: Is Wilf's next port of call 
requiring him to retrace his steps 
through screens 7 and 6 to reach it? 
Screen 12: Is reached by retracing 
through screens ten and eleven and 
should not present any problems to 
Wilf. 

By now, the screen should be 
showing 'Items Collected —12'; if it 
isn't, Wilf has forgotten to collect 
one of the fragments from a screen 
he has visited. When that twelfth 
fragment is recovered (and not 
before) Ulrich creates a Time-Gate 
to enable Wilf to travel to the next 
period where more fragments of the 
Amulet are to be found. The Time-
Gate is located on screen 3 and 
flashes, demonstrating that it's 

different to a fragment which is 
similar in appearance. 

The simple act of making contact 
with the Time-Gate enables Wilf to 
travel through to the next Time-
Zone. 

From here on. it isn't necessary 
to describe every screen in detail, 
so a few general comments about 
the important screens on each 
Time-Zone should provide all the 
help required. 

T i m e - Z o n e 2 
The fragment on screen fourteen is 
deviously placed behind the archer. 
To reach this, walk through the hori-
zontal passage at the base of the 
castle to screen fourteen. Note that, 
with care, Wilf can reach screen 
nineteen by swimming down 
through the moat on screen 
fourteen. Also it's useful to know 
that screen eighteen can't be 
reached from screen seventeen 
because a monk guarding the left 
entrance to screen eighteen will not 
let Wilf through. The Time-Gate on 
this Time-Zone is located on screen 
seventeen. 

T i m e - Z o n e 3 
The cause of all those phone calls! 
!f you thought getting off Time-
Zone 3 was impossible, don't worry, 
you're not alone. Answering the 
phone to all the people who got 
stuck at this stage must have 
occupied us for about half of the 
month of September! The solution 
is very simple really. There's a 
secret passage on screen twenty-
five at the top centre of the screen 
which allows access to screen 
twenty-four without the need to try 
squeezing past the 'impassable' 
bird guarding the corridor between 
screens twenty-four and the 
adjacent twenty-three. Screen 
twenty-seven seems to have caused 
a few headaches too. The best way 
to retrieve the fragment on this 
screen is to fly under the bird pro-
tecting the Amulet and, having 
touched it, turn immediately 
upward and to the right in order to 
escape before it returns. Passing 
the Sabre Tooth Tiger in order to 
reach screen twenty-six is best 
achieved by hovering under the 
nose of the Tiger then, as the cloud 

passes overhead, flying up and left 
at top speed before the cloud 
comes back. You won't be too 
surprised to learn that the Time-
Gate to Time-Zone 4 is located on 
the elusive screen twenty-seven. 

T i m e - Z o n e 4 
Time-Zone 4 is another of the larger 
Time-Zones, with twelve screens 
set on an old Tall Ship. By this 
stage, few of the screens should 
present Wilf with insurmountable 
problems. There are no secret 
passages on the ship. However, 
some of the fragments are not 
readily accessible and require Wilf 
to take a detour as in Time-Zone 2 to 
reach them. Of particular note are 
the fragments on screen thirty-three 
and thirty-four which must be 
reached via screens forty and thirty-
nine respectively. Screen thirty-six 
is noteworthy; although it appears 
to be accessible from below, any 
attempt to pass the bird and the 
sailor on screen thirty-seven is 
doomed to failure. The only way 
onto the screen is via screen thirty-
five. The Time-Gate to Time-Zone 5 
is to be found on screen thirty-one. 
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T i m e Z o n e 5 
By the time Wilf has reached this 
stage in the game, few of the 
obstacles should be a major cause 
for concern. Passing the control 
tower on screen forty-one requires 
pixel-perfect manoeuvring but is 
possible with practice. The birds on 
screen forty-three also appear to 
present a difficult hurdle, but a keen 
eye will identify a 'safe' area 
between their flightpaths which 

Wilf should aim for. Once hovering 
safely in this area. Wilf simply waits 
for the appropriate opportunity to 
'nip-in' and collect the fragment. 
Screens forty-six, forty-seven and 
forty-eight feature a character 
familiar to all arcade adventure 
game players. Manic Willy' or, in 
this case, a spanner wielding 
Mechanic Willy. You won't be 
surprised to find that the penulti-
mate Time-Gate is located on the 
demanding screen forty-three. 

Time-Gate of all (well, what did you 
expect on the last Time-Zone?) The 
most important thing to be aware of 
here is that Will will need as many 
chances as you can give him to 
recover the fragment on screen 
fifty-seven and then touch the Time-
Gate that appears on the screen, so 
don't go making unnecessary sacri-
fices at this late stage. Screen sixty-
one can catch you off-guard 
especially if, by the time you reach 
this stage, it's 3.30am and you've 

into the side of an unsuspecting 
Wilt. 

On making contact, the final 
Time-Gate will transport Wilf to a 
screen which reveals why Ulrich 
sent him to collect all Ihe fragments 
of the legendary Dragon Amulet. 
Under no circumstances should you 
touch any of Ihe keys when guiding 
Wilf to the last Time-Gate as this 
will have the effect of erasing the 
message and returning Wilf to the 
first Time-Zone. 
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REPAIRS 
For all c o m p u t e r * • T V . g « n < f . 
Good rates. I n u r e d del ivery 
Fast turnaround 
Trust the people w h o k n o w 
Pans replacement despatch 

MERLIN GAMES 
111 DOVER RD., DEAL. KENT. 

Telephone: 0304 361541. 

HARLEQUIN SOFTWARE T l 99/4A 
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A T A R I A M A Z I N G O F F E R S 

S a v e £ 3 0 

Atari 8 0 0 X L computer and Atar i 1 0 / 5 0 disk drive 
only C 2 9 9 9 5 S a v e C 3 0 Atar i 1 0 / 5 0 disk dtiva plus 
1 0 drives I w o r l h £ 2 0 1 lor only C 1 8 9 9 5 

Prices mclud* VAT Free last del ivery 
Please send che<3ues/P O . ' s to: 

S J B Disk Supplies. D e p i 0 1 
11 Oundle O n . . . N o t t i n g h a m BG8 1 BN 

Te l 1 0 6 0 2 ) 7 8 2 3 1 0 

1 1 1 S H A K E S P E A R E ST . . G L A S G O W G 2 0 B I E 

DJB 
-Software— 

ATARI 400-600-800 RENTAL CLUB 
Be one of t h e first to try out t h e ve ry latest re leases 
For the m o s t c o m p r e h e n s i v e se lect ion of the best 
a n d most popular g a m e s avai lab le o n cassette a n d 
car t r idge Constant ly u p d a t e d 
S e n d a large SAE for deta i ls to 
0J.B SOFTWARE iDept C.VG I, 
H WOODLAND AVI. HOOT, SUSSEX 
TIL: 102731 307141 C G 3 6 

• P A I M C O M 

ATARI SOFTWARE ATARI SOFTWARE 

* THE LATEST • 
# THE BEST • 

AT discounted prices 
Send stamp for current catalogue 

PANCOM 
PO Box 49. Grimsby DN32 8QN 

Tel: 10472) 694196 

A T A R I 
ALL M O D E L S 

DISCO 
Will play your music cassette through your computer 
usmg T V speakers and giving a sound to light show 
on screen through 2 5 6 colours. 
16K on T .O.K . Cassette C 1 0 post free 
CRACKER 
WiU list M.'C progs to screen, you edit , download your 
personalised version w i t h or without m/c knowledge 
Hours ot f u n changing tent to leave personal 
messages on screen Stuck on an adventure search for 
d u e s . Also acts to back up your Atar i tapes. 
A l i tor only r i O o n T D K Tape ( 1 6 K ) Post Free 

S T O C K - S O F T W A R E 
1 5 W o o d b r o o k e R o a d , B i r m i n g h a m S 3 0 1 U E . 

Make the most of your Atari 400 600 800_0y 

hiring from our Software Library W e offer a 

wide selection of the many games and adven-

tures o r the market tor your computer 

Z O O M S O F T 
FOR THE VERY BEST SPECTRUM, 
COMMODORE 64 ANO ATARI GAMES 
(including U.S. SOFTWARE) 

S e e p a g e 3 9 

T E X A S T I 9 9 / 4 A 
Top quality games in Tl basic. 

Cassette 1 Boozy Bill/Diggii - £4.50 

Cassette 2 — Galaxios/Alien Madness 
£4.50 

Cassette 3 Oil Panic/Jet Plane — 
£4.50 

All 3 cassettes for only £10 

Send cheque/P.O. to: 
MJR, 64 Reva Road, Broadgreen, 

Liverpool L14 6UB 

C A R T R I D G E C I T Y 
S i m p l y t h e b e s t c a r t r i d g e 

r e n t a l s e r v i c e f o r A t a r i 
C o m p u t e r s . 

F u l l i n f o r m a t i o n p a c k f r o m 

C A R T R I D G E C I T Y 
2 5 G a i t s i d e D r i v e , 

A b e r d e e n , A B 1 7 B H . 
T e l . ( 0 2 2 4 ) 3 7 3 4 8 

mmmmrn* 
F R E E S O F T W A R E 

BUT H O W ? Y o u ' v e got f r i e n d s w i t h c o m p u t e r s . 
S h o w t h e m our h u g e d i s c o u n t g a m e s l is ts T h e y 
l ike to save m o n e y , a n d y o u e a r n s o m e t o o T h a i ' s 
all a n d it d o e s n ' t c o s t y o u a t h i n g I n t e r e s t e d — 
Y e s — M o r e d e t a i l s p l e a s e — 

T E C H N I P L A Y S O F T W A R E 
D o r n o c h Orlve. Hu l l H U 8 8 J L 

Tel : 0 4 8 2 7 1 2 9 5 8 

W H I T E H O U S E - R E T A I L 
L O W LOW P R I C E S 

r VIC 2 0 I C B M 6 4 S O F T W A R E HIRE 
Free membership, top titles from 50p 
per week. Two first class stamps for 
your hirekit to VSHICV), 242 Ransom 
Road, Mapperiey. Nottingham. Please 
state which machine. 

BLANK DISK SPECIAL OFFERS 
5V4" blank disks {40 track) prices per 
box of 10. All prices include P & P. 
V e r b a l i m s ing le s i d e d l d o u b l e d e n s i t y f 1 8 . 3 5 
O y s a n s i n g l e s i d a d f d o u b l e d e n s i t y £ 2 1 9 5 
3 m s ing le s i d e d j d o u b k d e n s i t y £ 1 6 . 9 5 

* S J B S U P E R S A V E R S * 
50 SS/DD 5% blank disks in a perspec 
storage box only £69.95 
50 DS/DD 5% blank disks in a perspec 
storage box only £79.95 
All prices include VAT Freo fast 
delivery. Please send cheques/P.O.'s to 

S J B Disk S u p p l i e s , d e p t 0 1 
1 1 O u n d l e D r i v e , N o t t i n g h a m N G 8 I B M 

Te l ( 0 6 0 2 ) 7 8 2 3 1 0 

ATARI SPEC COMM 
64 

F15 Strike Eagle-US Gold 8 75 
American Football Argus 780 7.80 
Bruce Lee US Gold 11.95 845 
The Hut* - Adwerfurp Intematcnal 8.35 7.95 799 
NtfoCommader-USGcM 1299 12.99 
Soto F1«M US Gold 1180 1180 
Adventure Quest Levei9 8 35 7.99 8.35 
Attack of the Mutant CameH-

LlamnscrM 699 6.55 
Spitfire Ace- US Gold 8 35 845 
Aioton - Hewson 6.70 
Combat Lynx - Durrell 735 735 
Ghosibusters - Actwwn .9 20 
Oaky Thompson Decathlon -Ocean 5.50 599 
Pyiamarama • Micro-Gen 5.70 630 
Cyclone Vbrten 570 
Kototom Wilt-Elite 5.70 5.99 
Beach Head-USGold 6.75 8.45 
Raid Over Moscow - US Gold 845 
Zaucn US Gold 8.45 
Jet Set Willy - Software Protects 535 6 70 
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The U n d e r w u r l d e c o n t a i n s 
the l a rges t p l a y i n g a r e a that 
U l t i m a t e h a v e s o f a r 
d e v i s e d — n e a r l y 6 0 0 
screens. T h e s e s c r e e n s a r e 
la id out o n a g r i d 52 d e e p 
by 16 w i d e . L e v e l s 16 a n d 
a b o v e c o n t a i n t a s t e f u l l y 
fu rn ished r o o m s w h i l e t h e 
r e m a i n i n g l e v e l s (17-52) a r e 
m a d e u p o f a c o m p l e x 
maze o f c a v e r n s . 

T o c o m p l e t e t h e g a m e , 
y o u m u s t l o c a t e f o u r 
w e a p o n s , t h r e e o f w h i c h 
w i l l s e e o f f t h e t h r e e 
g u a r d i a n s o f t h e 
U n d e r w u r l d e . T h i s w i l l g i v e 
you a c c e s s to t h e ex i ts at 
the top of the ma2e — the 
object o f t h e g a m e . 

At the start o f e v e r y 
g a m e , e a c h w e a p o n e x c e p t 
for t h e c a t a p u l t w i l l b e 
p l a c e d r a n d o m l y a r o u n d 
the m a z e . T h e c a t a p u l t , 
w h i c h is a l w a y s to b e f o u n d 
on t h e start s c r e e n , is o f n o 
use aga inst t h e g u a r d i a n s 
but c a n b e u s e d to d i s p a t c h 
the va r ious c r e a t u r e s w h i c h 
you w i l l c o m e u p aga inst o n 
your t rave ls . M o s t o f the 
poss ib le sites for the o t h e r 
w e a p o n s a r e m a r k e d o n the 
m a p a n d t h e s e m u s t b e 
used in t h e f o l l o w i n g w a y 
— t h e d a g g e r w i l l k i l l t h e 
g u a r d i a n o n l e v e l 21, t h e 
b o w must b e u s e d aga inst 
the g u a r d i a n o n l e v e l 18 
and, f ina l ly , y o u w i l l n e e d 
t h e t o r c h t o k i l l t h e 
g u a r d i a n w h o r e s i d e s o n 
leve l 17, 

C o n t a c t w i t h g u a r d i a n s , 
lesser c r e a t u r e s o r p lants 
wi l l o n l y p r o v e fatal if y o u 
are p u s h e d o r p i n g e d off 
d o w n a c h a s m . E a g l e s , w h o 
a p p e a r a f t e r t h e f i r s t 
g u a r d i a n has b e e n d e a l t 
with, w i l l p i c k y o u u p a n d 
t h e n d r o p y o u , o f t e n d o w n 
the n e a r e s t c h a s m . So b e 
care fu l a n d k e e p y o u r d i g i t 
firmly o n the f i re b u t t o n — it 
au to - repea ts . 

J u m p s m a d e a c r o s s 
chasms to l e d g e s o r r o p e s 
are a u t o m a t i c if the c u r r e n t 
d i r e c t i o n k e y is k e p t 
p r e s s e d d o w n . H o w e v e r , 
on c e r t a i n s c r e e n s a b o v e 

u n B e r w u r l d 

s Start & 
Catapult 

E Exit 
B Bow £ Dagger T Torch 

Guard ians 
l e v e l 16, this m a y c a u s e y o u 
to lose a l i fe b e c a u s e t h e 
c o m p u t e r g e n e r a t e d j u m p 
w i l l not c o n n e c t w i t h a 
l e d g e . I n this c a s e , y o u w i l l 
n e e d t o c a l c u l a t e t h e 
p o s i t i o n t o j u m p f r o m 
yourse l f . W h e n d o w n in the 
c a v e r n s i t i s o f t e n 
n e c e s s a r y to c ross a d e e p 
r a v i n e . T o d o this q u i c k l y , 
first l e a p u p a n d g r a b the 
r o p e . T h e n , b y p r e s s i n g 
a l t e r n a t e l y o n the lef t a n d 
right d i r e c t i o n k e y s , t ry a n d 
b u i l d u p a d e c e n t s w i n g i n g 
m o t i o n . Y o u s h o u l d n o w , 
b y p r e s s i n g t h e r o p e -
r e l e a s e b u t t o n at the a p p r o -
p r i a t e m o m e n t , b e 
d e p o s i t e d o n the o p p o s i t e 
s i d e o f the c h a s m . 

T h e b l u e g e m s w h i c h a r e 
t o b e f o u n d s c a t t e r e d 
a r o u n d the c a v e r n s w i l l not 
o n l y i n c r e a s e y o u r s c o r e 
b u t a l s o a l l o w y o u t o 
s u r v i v e a n y f a l l . T h i s 
p r o v i d e s a far safer a l ter -
n a t i v e to u s i n g t h e r o p e s for 
d o w n w a r d t r a v e l . 
H o w e v e r , c a r e s h o u l d b e 
t a k e n as the e f fec ts o f the 
g e m s a r e o n l y t e m p o r a r y . 
T h e w h i t e s tatues w h i c h 
a p p e a r o n s o m e s c r e e n s 
a r e e x t r a l i ves a n d s h o u l d 
b e c o l l e c t e d if p o s s i b l e . 

T h e a r e a s b e l o w l e v e l 26 
s e e m t o b e d e v o i d o f 
a n y t h i n g n e c e s s a r y t o 
c o m p l e t e the g a m e , un less 
of c o u r s e , y o u k n o w b e t t e r . 
A t a n y rate , a r m e d w i t h t h e 
a b o v e i n f o r m a t i o n , y o u 
s h o u l d n o w b e a b l e to 
e s c a p e the U n d e r w u r l d e . 
G o o d l u c k ! 
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CHANGES CHANGES 
T h i s is t h e last B u g H u n t e r p a g e that 
I ' l l b e w r i t i n g f r o m t h e C&VG o f f i c e . 
A s f r o m this m o n t h , I ' m m o v i n g to 
p a s t u r e s n e w . 

But w e c a n ' t l e t B u g H u n t e r 
d i s a p p e a r , so I ' l l stil l c o n t i n u e to 
b r i n g y o u a l l the b e s t hints, t ips a n d 
i n f o r m a t i o n for y o u r m a c h i n e as I 
h a v e b e e n for t h e last e i g h t e e n 
months . 

I w o n ' t b e in t h e C&VG o f f i c e a n y 
l o n g e r , b u t y o u c a n sti l l c o n t a c t m e . I f 
t h e r e ' s s o m e t h i n g y o u ' d l i k e to s h a r e 
w i t h B u g H u n t e r r e a d e r s , w r i t e to t h e 
a d d r e s s at t h e t o p o f this p a g e , or 
l e a v e m e a m e s s a g e o n M i c r o n e t . M y 
n u m b e r is 0 1 2 786 556 . 

A l t e r n a t i v e l y , ca l l m y a n s w e r i n g 
m a c h i n e o n 01-251 5633 a n y t i m e , 24 
hours a d a y . 

N a t u r a l l y , t h e r e w i l l s t i l l b e 
s o m e o n e in t h e o f f i c e d u r i n g the d a y 
to h e l p y o u if y o u h a v e a p r o b l e m 
w i t h a l i s t ing in t h e m a g a z i n e . C a l l o n 
01-251 6222 a n d a s k for t h e C&VG 
e d i t o r i a l d e p a r t m e n t . 

C&VG's o w n p r o b l e m p a g e , Ask 
Bug Hunter, w i l l c o n t i n u e e v e r y 
m o n t h f r o m n o w on . So i f y o u r m i c r o ' s 
g e t t i n g y o u d o w n or t h e r e ' s a 
p r o g r a m that y o u just c a n ' t g e t to 
w o r k , d r o p m e a l ine . A m o n g s t o u r 
350 ,000 r e g u l a r r e a d e r s w e ' r e b o u n d 
to find s o m e o n e to h e l p y o u . 

DECATHLON 

D e r e k H u t c h i n s o n f r o m T y n e a n d 
W e a r w r i t e s to s a y that D a l e y 
T h o m p s o n ' s Decathlon for the 64 c a n 
b e p l a y e d w i t h t h e k e y b o a r d i f y o u 
d o n ' t h a v e a j o y s t i c k . 

U s e t h e C T R L a n d 2 k e y s for lef t 
a n d right a n d the s p a c e b a r to j u m p . 

MANIC POKES FOR 
THE 64 

F o r a l l t h o s e w h o h a v e a s k e d 
w h e t h e r t h e r e a r e a n y p o k e s for t h e 
C o m m o d o r e v e r s i o n o f Manic Miner, 
the a n s w e r is yes . 

H e r e t h e y a r e , c o u r t e s y o f Justin 
P e n r o s e f r o m Bristol w h o r e c e i v e s 
£10 for his ef for ts . 

First , y o u ' l l n e e d to w i n d past t h e 

l o a d e r o n the t a p e . T h e b e s t w a y to 
d o this is to l o a d the g a m e as n o r m a l 
a n d , w h e n the first pa r t of t h e 
p r o g r a m has l o a d e d , t u r n t h e 64 o n 
a n d off. N o w the t a p e w i l l b e in t h e 
c o r r e c t pos i t ion . 

T y p e L O A D " " , 1 . 1 a n d , w h e n it 's 
finished, e n t e r t h e s e p o k e s . 

P O K E 16419, t h e n u m b e r o f t h e 
s c r e e n y o u w a n t to start on . 

P O K E 16424, t h e n u m b e r o f l i ves 
y o u w a n t . 

T h e s c r e e n c a n b e b e t w e e n 0 a n d 
19, w h i l e y o u c a n h a v e f r o m 1 to 255 
l ives . 

T o start the g a m e , t y p e SYS 16384. 

ATARI PROBLEMS? 
I f y o u ' r e h a v i n g t r o u b l e l o a d i n g 3 2 k 
g a m e s in to y o u r 4 8 k A t a r i 800, Br ian 
Sof ley f r o m C o . A n t r i m s u g g e s t s 
r e m o v i n g o n e of t h e 16k m e m o r y 
p a c k s from y o u r m a c h i n e . H e says 
that w i t h o u t this fix h e can ' t l o a d 
Bruce Lee. R e m o v i n g 16k, t h o u g h , 
lets t h e g a m e l o a d p e r f e c t l y . 

MICRONET 
CONTACTS 

T h e B u g H u n t e r a c c o u n t o n M i c r o n e t 
c a n also b e u s e d to c o n t a c t K e i t h 
C a m p b e l l , the m a g a z i n e ' s A d v e n t u r e 
w i z a r d . 

S e n d a m a i l b o x to 012 786 556 a n d 
I ' l l m a k e s u r e that it g e t s to K e i t h . 

S a m e g o e s for a n y o t h e r d e p a r t -
m e n t of C&VG. 

INVISIBLE SPECTRA 
I f , l i k e m e , y o u s a w a n a d v e r t in 
D e c e m b e r ' s C&VG for a c o m p a n y 
c a l l e d S p e c t r a I m p o r t s , y o u w e r e 
p r o b a b l y r a t h e r s u r p r i s e d at the i r 
of fers . A B B C m o d e l B for £315? A 
C o m m o d o r e 64 for £99 a n d a 4 8 k 
S p e c t r u m for £60? T o o g o o d to b e 
t rue? ' F r a i d so! It a p p e a r s that the 
c o m p a n y d o e s n ' t a c t u a l l y ex ist a n d a 
w a r n i n g has a p p e a r e d in the p r e s s 
a n d e v e n o n s o m e T V p r o g r a m m e s . 

I f y o u h a v e a l r e a d y sent m o n e y to 
S p e c t r a , y o u m a y find that t h e p o l i c e 
h a v e m a n a g e d to g e t b a c k y o u r 
c h e q u e . I f y o u a r e stil l t h i n k i n g a b o u t 
s e n d i n g m o n e y , d o n ' t . 

YEARBOOK '85 

T h e C & V G Y e a r b o o k is n o w o n sale , 
w i t h a s c e n e from Dragon's Lair o n 
the c o v e r . 

I n k e e p i n g w i t h t rad i t ion , t h e Bugs 
h a v e a g a i n t a k e n a f a n c y to t h e T e x a s 
l is t ing a n d r e f u s e d to le t t h e p r i n t e r s 
s e e the last p a r t of it. 

W e h a v e s o m e p h o t o c o p i e s o f the 
m i s s i n g p o r t i o n at t h e o f f i c e a n d , if 
y o u s e n d y o u r n a m e a n d a d d r e s s , 
w e ' l l g e t o n e w h i z z i n g of f to y o u . 

DALEY BUGS 

S i m o n S tokes f r o m B i r m i n g h a m te l ls 
m e of ye t a n o t h e r b u g in D a l e y ' s 
Decathlon. 

I f , o n t h e l o n g j u m p , y o u j u m p t o o 
e a r l y a n d l a n d c l o s e to t h e right h a n d 
s i d e o f the take -o f f l i ne , y o u w i l l 
s c o r e a j u m p of a r o u n d 8 0 m e t r e s ! 

A l s o , h e asks if a n y o n e has n o t i c e d 
s o m e o n e in the c r o w d b e a r i n g a 
s t r i k ing r e s e m b l a n c e to Miner Willy. 

ANCIPITAL 
CHEATING 

T o c h e a t o n C o m m o d o r e 64 g a m e s 
w h i c h h a v e t u r b o l o a d e r s , y o u ' l l 
n e e d a rese t s w i t c h fitted to y o u r 
m a c h i n e . I f y o u h a v e o n e , p r e s s i n g it 
w i t h a g a m e l o a d e d w i l l r ese t t h e 
g a m e , a l l o w i n g y o u to e n t e r t h e 
m a g i c p o k e s . 

I f y o u d o n ' t , y o u ' l l just h a v e to 
k e e p p r a c t i s i n g so that y o u c a n 
c l e a r the g a m e w i t h o u t a n y e x t r a 
l ives. 

T o s e e w h a t h a p p e n s w h e n y o u 
r e a c h t h e e n d of Ancipital, u s e t h e s e 
p o k e s in c o n j u n c t i o n w i t h a rese t 
s w i t c h ; 
P O K E 22743 ,57: P O K E 22744 ,57 : SYS 
16384. 

N e x t m o n t h , I ' l l t e l l y o u h o w to b e 
a b l e to w a l k t h r o u g h wa l ls . 

S e e y o u n e x t t i m e . 

j BY ROBERT SCHIFREEnV 

If y o u u n c o v e r a b u g d u r i n g o n e 
of t h o s e a l l -n ight p r o g r a m m i n g 
s e s s i o n s , d o n ' t save it t i l l 
m o r n i n g . J u s t ca l l 0 1 - 2 5 1 5 6 3 3 
a n d a f r i e n d l y v o i c e w i l l say 
" t h i s is a r e c o r d i n g , p l e a s e 
leave y o u r , m e s s a g e a f t e r the 
b l e e p . " 
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w to b e 

SEVERN S O F T W A R E 
a rapidly g r o w i n g technica l unit , w e 

ipply our o w n original t i t les to cer ta in 
r companies to m a r k e t o n a wor ld -

Aide scale; w e also t a k e o n convers ion 
jnd s to ryboard w o r k f r o m other 
lompanies. T o cope w i t h t h e d e m a n d , 

require: -
FREE-LANCE P R O G R A M M E R S for 
Sontract work of alf t y p e s . 
ORIGINAL S O F T W A R E for submission 
lo our market ing c o m p a n i e s . 

Write to us at: -
1 5 , H I G H S T , 

L Y D N E Y 
G L O S G L 1 5 5 D P 

giving us detai ls of your progress to 
date plus work samples: 

C B M 6 4 
S P E C T R U M 
A M S T R A D 

A T A R I 
C B M 1 6 

EXPRESS JOYSTICK REPAIRS 
JornicU rapamd ml returned within 24 howfl, • g Atari. 
Ye. Quidtsbfft, Trig* Command etc. Send |Oy>tick end 
UK • 50p pottage Recomktxxied joysticks far sate 
£4 K each 

ATADHCOKMOOORE SPARES 
Strata 'Miectmenl joystick handle inserts at [2.50 pair 
kr. [J JS gar Comxxkxt 
Jetties M t ice tn button kit. ncfcta mart and p* at f 7 I t 
•d> lu« m Comtoi 
01 Macro Astembler Diiasiembief 119 95 inc. postage. 

JOYSTICK FOB QL 
fVgs straght into control port 1 w 2. No interface required 
17.99 net. or two lor Et5. Add SOp p&p 
COMPUTER SUPPLIES 146 CHURCH HOAD 

BOSTON. LINCS PE21 OJX 

TO ADVERTISE IN 
C&VG 

MICROADS 
TEL: 0 1 - 2 5 1 6 2 2 2 

T E R M S A N D C O N D I T I O N S 
1. T r a d e a d v e r t i s e r s will a p -

p e a r in t h e M i c r o A d s s e c -
t ion, p r i v a t e a d v e r t i s e r s in 
t h e M i c r o s e l l S e c t i o n . 

2. AH f r e e M i c r o S e l l a d s a r e 
s u b j e c t to s p a c e ava i l -
abil ity 

3. T h e P u b l i s h e r s r e s e r v e 
t h e right to r e f u s e a n 
a d v e r t i s e m e n t . 

A T A R I S O F T W A R E 
rmi • W M CASS disk 
BflUCE LEE 32K t 2 . »o 12 80 
DALLAS QUEST 37* N'A 12 s o 
WAAL OK 3JK I J 60 S A 
rum 4 UK N A 12 ao 
SOLO FLIGHT 48* 12 80 12 80 
BLUE TMUNOCfl 16* a so N.A 
DtSMONDS DUNGEON 16* 6.SO N.A 
SLINKY 16* 8 80 N'A 
ATTACK MUT CAMELS t a x 6 SO NiA 
MOVER BOVFH 3« 6 50 N'A 
NATO COMMANDER ] » a so 11 70 
SPlTf lBI ACt 32K a eo tl 70 
JtTBOOr JACK 32* A 80 a 10 
DAN STRIKES SACK t a n a eo N.'A 
snokie 16K 8 SO N.'A 
DENNIS DRINKING GLASS 46K SOO N.A 
CAVIBNS or KAFKA i a « 8 .00 N'A 
COLONY 7 16K B 60 N'A 
ENCOUNTER IS 3JK 8 80 11.7S 
SNOWBALL AOV" 3 IK a bo NiA 
DUNGEON ' AOV 32K a so NA 
LOTOS Of TIME A O V ' 3 IK 8 80 NA 
FO«T APOCALYPSE 32K a as NA 
ORE LBS 37K a a s N.A 
HINFII ARCAOE" l&K 8 95 NA 
CUTHBERTS WALKABOUT IM a 95 N'A 
CITADEL WARRIOR 32* 8 95 NiA 
SCOT ADAMS 1 TO 12 24* 8 95 a s s 
MACHINE CODE TUTOR 32K t i a s N'A 
HULK 24K a so 16 SO 
CASCADE SO GAMES tB'32K a so N A 

MEVWGHT UAGlC COMPUTING 

Cheque* and Post to 

J S O S T A 
1 4 1 P L I M S O L L R D , H I G H B U R Y , 

L O N D O N N 4 2 E D . 

New hardware. Games. Adventures. Utility 
and Educational Programs available for Sharp 
Computers MZ 80K. MZ 80A and MZ-700 
Series. Send for our FREE full descriptive 
catalogue and add your name to our mailing 
lists. 

PROGRAMMERS WANTED 
Otonal games and educational software i*quiitd tor most nukes 
of noma compear Outright purchase or royalties connderad. 
Stnci pcfessorai fifties annced to Send your programs on 
cassette to. 

KnlghiSoM, Unit E17. Glenlleld Park, Glanflekf 
Road. Nelson. Lancashire BBS 8AR 

T I 9 9 / 4 A 
S T A I N L E S S S O F T W A R E has a large 
catalogue of good quality programs for 
the T I 9 9 / 4 A , w i t h over 8 0 programs! For 
a copy, please send a large SAE to: 

Dept C V G , 1 0 A ls tone Road, 
S T O C K P O R T . Cheshire, S K 4 5 A H . 

(Mail Order Only) 

WARNING! 
I T IS I L L E G A L 

T O D U P L I C A T E & S E L L 
C O P Y R I G H T E D 

S O F T W A R E 

ONLY C&VG 
MICROSELL COUPON 

1 2 3 

4 5 6 

7 8 9 

10 11 12 

13 14 15 

16 17 18 

19 20 21 

22 23 24 

25 26 27 

26 29 30 

PLEASE PRINT IN BLOCK CAPITALS 
O N L Y O N E I N S E R T I O N PER C O U P O N 

Minimum number of words is 15. maximum 40 (continue on a separate sheet wnere necessaryi 

TOTAL number ol words lor ALL insertions 

(i c IS words per advertisement to appear in two months 30 words in total) 
COST: MicroSell (Private) MicroAds (Trade) 

£1 00 4 °P P®f vvord SOp per additional bold word 

I enclose a cheque/P.O forE made payable to Computer & Video Games 

Name 

Address 

P O S T T O : A D . D E P T . C & V G , 3 0 - 3 2 F A R R I N G D O N L A N E , L O N D O N E C 1 R 3 A U 
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W O W ! 
H e y y y y look e v e r y b o d y ! T h e 
H a i r y O n e h a s just c o m e 
b a c k f r o m h o l i d a y a n d h e ' s 
g o i n g to tel l y o u all a b o u t 
his a m a z i n g e x p e r i e n c e s 
a m o n g P e r u v i a n l l a m a s . Je f f 
M i n t e r , t h e m a n w h o 
brought you Revenge of the 
Mutant Camels, Sheep in 
Space and Ancipital, has 
j o u r n e y e d to t h e l a n d 
i n h a b i t e d b y s o m e of his 
f a v o u r i t e c r e a t u r e s — a n d 
G & V G h a s m a n a g e d to g e t 
ho ld of J e f f ' s h o l i d a y s n a p s . 
W e ' l l b e b r i n g i n g y o u a n 
e x c l u s i v e r e p o r t o n his 
a d v e n t u r e s in t h e L a n d of 
t h e L l a m a . 

Super-supplement 
M o r e f r e e b i e s w i t h t h e n e x t issue of C&VG! K e i t h 
C a m p b e l l h a s b e e n h a r d a t w o r k in his A d v e n t u r e - l a b 
h i g h a t o p his m i s t - s h r o u d e d t o w e r s o m e w h e r e n e a r 
B r i g h t o n t o b r i n g y o u t h e Book of Adventure II! 

This is t h e f o l l o w - u p t o last y e a r ' s h igh ly a c c l a i m e d 
s u p e r - s u p p l e m e n t — a n d w i l l i n c l u d e u p - t o - d a t e n e w s of 
a l l t h e l a t e s t a n d g r e a t e s t A d v e n t u r e w a r e , a r o u n d - u p 
of a l l t h e Scott A d a m s ' classics, plus lots m o r e g r e a t 
r e a d i n g f o r A d v e n t u r e r s e v e r y w h e r e . So g r a b y o u r 
t rus ty b r o a d s w o r d a n d h a c k a c r i m s o n p a t h t h r o u g h 
t h o s e m a r a u d i n g O r e s w h o w i l l b e g a t h e r e d a r o u n d y o u r 
n e w s a g e n t ' s f r o n t d o o r o n F e b r u a r y 16th a n d sna tch a 
c o p y of C& VG b e f o r e e v e r y o n e e l s e d o e s ! 

If y o u e n j o y e d t h i s m o n t h ' s Book of Games t h e n 
y o u w o n ' t w a n t t o m i s s o u t o n o u r r e g u l a r g a m e s 
l i s t i n g s f o r t h e S p e c t r u m , B B C , A t a r i a n d 
C o m m o d o r e 6 4 n e x t i s s u e . W e ' v e g o t s o m e n e a t 
g a m e s f o r y o u - s o d o n ' t m i s s o u t ! 

Joystick Jury 
T h e J o y s t i c k J u r y r e s u m e s a f t e r a l o n g r e c e s s t o 
b r i n g y o u t h e i r v e r d i c t s o n a n e w b a t c h o f j o y s t i c k s 
f o r a l l t h e p o p u l a r m i c r o s . T h e j u r y h a s p u t t h e 
s t i c k s t h r o u g h a t o u g h s e r i e s o f t e s t s a n d w i l l b e 
a n n o u n c i n g t h e i r s e n t e n c e n e x t i s s u e . D o n ' t m i s s 
t h i s c o u r t r o o m d r a m a ! 

Future Games 
W h a t g a m e s wit l y o u be p lay ing in f ive 
years t i m e or e v e n in six m o n t h s 
t ime? T h e f u t u r e holds m a n y surprises 

and Computer & Video Games a ims 
to be the f irst to spr ing t h e m o n y o u ! 
N e x t issue w e s tar t a short series of 
f e a t u r e s ca l led F u t u r e g a m e s . W e ' l l be 
tel l ing y o u w h a t t h e c o m p u t e r g a m e lords wil l be bringing y o u in the m o n t h s and 
years to c o m e . S o m e th ings m i g h t sound fan tas t ic but be l ieve us m o s t of t h e m 
c o u l d h a p p e n t o m o r r o w — or are a l ready h a p p e n i n g . T h a t ' s the case h e r e as w e 
bring y o u t h e l o w d o w n o n a h i - t ech real- l i fe f a n t a s y g a m e cal led Planet Photon 
w h i c h has b e e n caus ing qu i te a stir in tho U S A . C A W T s A m e r i c a n 
c o r r e s p o n d e n t . M a r s h a l M . Rosentha l , jo ined t h e Photon War r io rs to get the 
inside s t o r y . . . 

W a r r i o r s ! 
V i d e o g a m e s ge t a look in 
t o o next i s s u e w h e n w e 
give a w a y s o m e brand n e w 
c a r t r i d g e s for t h e Atar i 
V C S , t h a n k s to our f r i ends 
a t S i l i c a S h o p . Y e s , 
s o m e o n e is st i l l p r o d u c i n g 
g a m e s for t h e g o o d o l d 
V C S ! P l u s a look at s o m e of 
t h e l o n g a w a i t e d n e w 
r e l e a s e s . 

o 

X 

o 

ON SALE FROM FEB. 16th. 
• M"0"N"T-HdN'E"X'T"M"0"N"T"H 

m • 
X 
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A D V E R T I S E M E N T INDEX 

A & F S o f t w a r e 
A b l e x 
A c t i v i s i o n ... 
A d d i c t i v e G a m e s 
A d v e n t u r e In te rna t iona l 
A G F H a r d w a r e 
A l l iga ta 
A m s t r a d 
A n i r o g 
A r g u s . 
A r t i e 
A u d i o g e n i c 
A u t o m a t a 

7 4 
3 2 
7 0 
7 1 
5 0 
5 7 
4 5 

1 8 - 1 9 
3 6 - 3 7 
6 3 / 9 3 

20 
O B C 

2 3 

G a m e s W o r k s h o p 
G o o d b y t e 
G r e m l i n G r a p h i c s . . 

Icon 
In te rceptor 
In t r igue 

L l a m a s o f t 

1 0 5 
2 4 
00 

IBC 
.... 4 

6 

3 8 

B e y o n d 

C o m m o d o r e 
C o m m o d o r e C l u b 
C o m m o d o r e User 
C o m p u t e r G a m e s Ltd 
C & V G B o o k s 
C & V G Y e a r b o o k 

9 
6 

3 1 
7 8 
2 4 

1 1 4 - 1 1 5 

E lect ron ics & C o m p u t i n g . 
Elite 
E u r o m a x 

106 
IFC 
7 6 

F a n t a s y 
Fleet S t r e e t Le t te r 

8 3 
6 

M a r t e c h 1 2 
M e g a s a v e 6 
M e l b o u r n e H o u s e 7 5 
M e m o r e x 6 4 - 6 5 
M G L 3 2 
M i c r o a d s 1 2 4 / 1 2 7 
M i c r o b a s e 6 
M i c r o m a n i a 9 0 
Microset l 1 3 0 
M i c r o n e t 8 0 0 8 0 8 2 
M i k r o g e n 5 8 
M i l e s Bet ter S o f t w a r e 3 2 
M i r a g e 7 3 
M J B Suppl ies 6 

Na t iona l S o f t w a r e Library 7 6 
N e w G e n e r a t i o n S o f t w a r e 4 8 4 9 

O c e a n 2 6 2 7 / 3 5 

P a g e 6 6 1 

Quicks<lva 4 7 

R o m i k 2 5 

Sil ica S h o p 1 1 3 
Sinclair P r o g r a m s 1 0 6 
Sinclair User 1 1 7 
S o f t w a r e Express 5 0 
S o f t w a r e Protects 8 6 8 9 
So lo S o f t w a r e 3 9 
S t a t e s o f t 5 5 
S y s t e m 3 3 4 / 9 3 

T a l e n t 5 1 
TaskMt 41 
T imes l ip 7 6 
T y n e s o f t 1 4 

U . S . G o l d 5 2 / 5 6 ^ 6 2 / 7 9 / 9 7 / 
9 9 / 1 0 7 / 1 0 8 / 1 2 1 / 1 2 9 

W h i c h M i c r o ? 1 1 7 

Z o o m s o f t 3 9 

A 
WITH THE FEBRUAR Y ISSUE \ 

OF SINCLAIR USER 
A 32-page booklet giving hints and tips on how tol 
get the most from your Sinclair computer, including 

scrolling routines, user-definable graphics, creating new colours, | 
error trapping, explosion effects and much, much more. 

PLUS 
• SYSTEM 15000 We interview Lee Kristofferson, the rock 

star hacker behind the cult adventure. 
• QL NEWS The first of our regular round-ups of all that is 

happening on the QL front. 
• ADVENTURE PROGRAMMING John Gilbert starts a six-

part complete course in programming artificially intelli-
gent adventure games. 

• SPECIAL OFFER on a spreadsheet, word processor and 
graphics package from McGraw-Hill. 

• SOFTWARE SCENE U n d e r w u r l d e , K n i g h t Lore , D o o m -
d a r k ' s R e v e n g e , L o d e R u n n e r , J a s p e r and m a n y more. 

1 
Make sure you get your issue of Sinclair User next month by | 
placing an order with your newsagent now. | 

Please reserve a copy of Sinclair User for me next month/every j 

E E = = z z = = z z = m i n n m 
Sinclair User is published monthly by EMAP Business & | 
Computer Publications. | 

I 
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Selected titles available from: 
John Menzies. Co op, Harrods, 
Wildings, Granada TV and most 
good computer shops. 

Dealers contact: Centresoft, Express Marketing. 
R & R comp games. 
Drakes and Tiger Distribution. 

W A R P 1 „ .command a 
I federation starship.seek out a 
| fellow space captain who is lost 

in space and boldly go where 
^ no man has gone before. 

"Its Mr no uthei gitnw Fw pitied tiekHt-

tttttfl layout n eittHlrrt ft-, iMIttwX 
Hecliw the) 

Sl|*>,li tfdpimi, and * iplendd hypef 
.|MLe Llnpb) Pop Camp WfceMy 

BBC £7.95. Electron £7.95 

Z O R A K K the conqueror...a graphical 
fantasy adventure in search of the lost 

crown of ultimate darkness. 
"tnnliatingly adtkcftte %tiiMe£f game' 

uanty tomptilvw, brttei thjn nwit ot the sliategy (Mm 

jwWite kx ttir (net) fViscn* Computet Games 

BBC £ 7 . 9 5 
Electron £ 7 . 9 5 Dragon £ 7 9 5 

M e r r y X m a s , S A N T A . 
arcade fun as Santa delivers 

presents. Jump flying snowballs, 
dodge falling icicles...avoid 

hostile snowmen and eat and 
drink as much as possible on 
the way . Excellent full colour 
action which can be enjoyed all 

the year round. 
BBC £7 95 

48K Spectrum £5.95 

S p a c e S ta t ion A L P H / 
a graphical space battle to save 
the earth from invading cylons. 

"Tliwig cokuft and ihMx voundV Plmloul 

BBC £7.95. Electron £7.95 

ULTRON...Super fast, 
super smooth, zap^m' game, 
blast the swarms of invading 

y aliens to reach the mother ship 
...multi screen. 

j - BBC £7.95 
Electron £7.95 

WONGO...bounce 
along the Great Wall of 
China to diffuse sizzling 
bombs avoiding arrows, 
boulders and gremlins 
on the way. Multi screen 
increasing in difficulty 

and speed. 
BBC £7 95 Electron £7 95 

6 5 H I G H S T R E E T , G O S F O R T H , 
T Y N E & W E A R , N E 3 4 A A . 

To order direct from us: 
Send cheque or P.O. payable 

to ICON or quote your 
Access No. 

Tel : ( 0 9 1 ) 2 8 4 6 9 6 6 



commodore 

H\hviDEOLA ND 

PURE MAGIC! 
Join Alice in her journey through Videoland - an enchanted place populated by strange creatures such as bread-and-
butterflies and pipe smoking caterpillars; where little girls change size and flamingos turn into croquet malletsl 
Alice in Videoland is a revolutionary new concept in entertainment for the Commodore 64, incorporating some of the finest 
graphics ever seen on any home computer, accompanied by a charming musical score. There are four different game scenes 
involved, and your performance in earlier ones will affect your ability to get through later ones and determine your eventual 
total score. 
Scene One - Stunning title page graphics give way to the first game scene as Alice falls into the rabbit's warren. Score 
points for collecting the objects to be found there - including keys to open doors, bottles to make her smaller, cakes to make 
her biggerl 
Scene TWo - Out in the garden the Cheshire cat looks on as Alice meets the pipe-smoking caterpillar. Help her to catch the 
bread-and-butterflies and the rocking-horse flies that change into the balls used in the croquet game in the last scenel 
Scene Three - Alice is a pawn in the chess game where her opponents are the Jabberwocky and Tweedledum and 
Tweedledee. Help her across the board by protecting her with your White Knights! 
Scene Four -The most bizarre croquet game ever! Help Alice hit the balls through the playing-card-soldier hoops before 
the Queen of Hearts stomps on them! 
Alice in Videoland is available for the Commodore 64 on disk - £12.95, and now on cassette - £8.95. 
Alice in Videoland features graphics created with the Koala Pad. 

Audiogenic 
P.O. BOX 88. READING, BERKS. 

LTD 
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FROM THE EDITOR 
W e l c o m e t o t h e s o n o f t h e s o n o f t h e s o n o f T h e B o o k o f G a m e s ! 

O n c e a g a i n ' w e ' v e r a i d e d o u r v a s t v a u l t s o f r e a d e r s ' s o f t w a r e t o b r i n g y o u a 
b u m p e r b u n d l e o f e n t e r t a i n i n g a n d I n t e r e s t i n g g a m e s f o r a l l t h e t o p h o m e 
c o m p u t e r s . 

I f y o u g o t a m i c r o f o r C h r i s t m a s t h e n t h i s B o o k o f G a m e s w i l l p r o v i d e a n i n v a l u a b l e 
s o u r c e o f g a m e s f o r y o u r n e w m a c h i n e . I f y o u ' v e h a d y o u r m i c r o f o r s o m e t i m e t h e n 
t h e s e l i s t i n g s m i g h t g i v e y o u a f e w n e w i d e a s f o r y o u r o w n g a m e s p r o g r a m s ! 

A l l t h e g a m e s h a v e b e e n t r i e d a n d t e s t e d b y o u r t e a m o f r e v i e w e r s so b u g s s h o u l d 
b e f e w a n d f a r b e t w e e n — b u t i f y o u h a v e a n y p r o b l e m s , d o n ' t h e s i t a t e t o c a l l 
C&VG's B u g H u n t e r w h o w i l l a t t e m p t t o h e l p s o l v e y o u r p r o b l e m s . 

I n t h e m e a n t i m e , e n j o y p l a y i n g t h e g a m e s — a n d r e m e m b e r C&VG is a l w a y s o n t h e 
l o o k o u t f o r n e w a n d o r i g i n a l g a m e s l i s t i n g s . I f y o u h a v e a g a m e y o u t h i n k w e m i g h t 
b e I n t e r e s t e d i n t h e n s e n d u s a t a p e , f u l l w r i t t e n d e t a i l s a b o u t t h e g a m e a n d a l i s t i n g 
I f y o u ' v e g o t a p r i n t e r . W a t c h C&VG f o r o u r s p e c i a l s o f t w a r e f o r m f o r m o r e d e t a i l s . 

G O L D RUSH (SPECTRUMI 
Have you got the nerve to jo in the biggest hunt for gold the west has ever 
seen. Be warned — you wi l l have to be as free w i th you ' gun as you are 
w i t h your shovel. 

H U N C H B A C K RESCUE (ELECTRON) 
Help Quasimodo escape from the guards of the Notre Dame and rescue his 
sweetheart, the beautiful Esmerelda. 

DIVER (VIC 20) 
There's a fortune of gold wait ing at the bottom of the sea for some daring 
fortune seeker to discover it. Feeling brave? 

P L A N E T L A N D E R (VIC 20) 
A routine exploration mission has gone badly wrong. Can you take the 
controls of the ailing space ship and guide her through an asteroid belt to 
safety on a nearby planet? 

C H O P P E R C O M M A N D (DRAGON) 
An aeroplane is in serious difficulties over enemy territory. Only your skill 
as a chopper pilot can save the crewlll 

BRICKIE (SPECTRUM) 
Brains as wel l as brawn are needed in Brickie if you are to succeed in 
answering all the questions and blasting your way through the prison 
wal l . 

P U R P L E T U R T L E S (BBC) 
Getting across a fast f lowing river is never easy, especially when you 
discover that the stepping stones are diving turtles. 

W O R L D W A R 1 (BBC) * 
The allied forces have been driven back towards the coast by the Germans. 
They are completely out of food and ammunition and you must fight off 
the enemy planes and balloon-ships to deliver the vital supplies. 

COSMIC P Y R A M I D (SPECTRUM) 
Try your hand at the Martian version of Solitaire. Played all over the 
galaxy. 

PIPELINE (COMMODORE 64) 
It's a race against time to connect all the oil fields together to get the crude 
oil to a wai t ing tanker ship. 

M U T A N T M U S H R O O M S (TEXAS) 
The planet of Veggie has launched a major attack against Earth. Thousands 
of mushroom men are descending on the planet and it's up to you — yet 
again — to save the world. 

Y A H T Z E E (ATARI) 
As usual, we managed to slip in a computer version of a board game. This 
time, Yahtzee experts can pit their wits against their Ataris. 
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You've staked your claim on some land in the north territory. You're 
sure that you have struck the richest deposit of gold In the last 50 
years. 

Unluckily for you, Jimmy the Kid has heard rumours that you are 
sitting on the biggest gold strike in living memory. 

He has ridden on horseback all night to reach the entrance to your 
newly excavated mine. Jimmy will stop at nothing, not even murder, 
to take the mine away from you. 

You have to defend your mine from Jimmy. The terrain Is rocky and 
covered in prickly cacti giving you some chance to dodge the bullets 

and jump out and surprise 

DIM bt(2): DIM 2 : LET S ( 9 ) =0 : GO SUB 9900: GO 
0>RANDOMIZE : S (2) : FOR g =1 TO NEXT g: LET S =0: SUB 9000 1 REM initialization 2 PRINT 80;"Ur i t ten by Simon Johnson 1984": FOR q=l TO 20: PR INT RT q,0; INK 1;"|";RT q,31; I NK 1; " i": NEXT q: PRINT RT 0 ,0. INK i . ^ M 

RT 21,0; INK 

Jimmy with a hail of bullets. 
The program is fully 

documented with REM 
statements and includes 
instructions for the game. 

5 LET K=+l: DIM p(2): DIM ) : DIM n (2) : DIM fn (2) 10 LET p i1) =20: LET p (2) =1 15 LET m(1)=1: LET n(l)=0: LET m (2) =0 LET n (2) =-1 20 LET o(l) al: LET 0(2) =30 21 REM random screen objects 25 FOP v=l TO 30: PRINT RT INT (RND *19) +1 .INT (RND*29) +1; INK 
4;MLf": NEXT v 26 FOR v =1 TO 3: PRINT RT INT tRND*19)+1,INT (RND *29)+1j INK 3 
j "#" : NEXT V 27 FOR V —1 TO 20 PRINT RT INT fRND*19 i +1,INT (RND*29) +1; INK 2j"i": NEXT v 65 LET b$(l :>="*": LET b$ (2) = ": PRINT RT p(l).Oil); INK 5; ; RT p (2) ,0 (2) ; INK 5; 66 PRINT RT 0,0; INUEPSE 1;"PL RYER 1 ";S(1) j RT 0,20;"PLAYER 2 
" ; s ( 2 ) 67 REM mainframe 71 BEEP .00001.65 92 LET p I ay =1: LET in*=IN 6343 6: GO TO 3000 120 IF inK=254 THEN GO TO 5000 121 IF p I ay =1 THEN LET play=2: LET in St. =IN 49150 GO TO 3000 122 IF Pi ay=2 THEN LET play=l. IF in*. =254 THEN GO TO 5000 130 IF RND<.2 THEN GO SUB 1000 GO TO 71 LET q t =RND: LET h=INT (qt*l LET g =INT <qt*29>+l IF RND<.5 THEN GO TO 1500 PRINT RT h,g;"*-'! RETURN PRINT AT h,3;".": RETURN PRINT RT 0 ,9 J PRPER 0.; INK 

140 
1000 
9) +1 1010 1020 1510 
2000 7; s (1) 2999 REM RT 0,29;S(2): RETURN player movement 



•3001 P R I N T R T P (P l a y ) , 0 ( p L a y ) ; 

^015 IF ink=£39 AND p(play)+l<21 
T H E N L E T = + 1: G O • S U B 4-500 ^ 3020 IF in K =253 AND 
T H E N L E T FC= + I: L E T B S L P I A Y - 1 - A 

• G O S U B 4 0 0 0 „ . M T T. , . 
3 0 2 5 I F IRI K = 2 5 1 R N D 0 ' ° L A Y THEN LET k = -1 : LET DilPi3y) = * 
3|§05LIP tn?0=247 AND P . ^ l - D ® THEN LET k=-l: GO SUB 4500 3031 LET U P (Play): uET i =0 <P lay 
3032 I F R T T R U,i>=62 T H E N S E E P :0i,£0 L E T S (Play) = s . c p l a y j + 1 : g 0 S U B 2000". IF £ f.p lay J =20 T H E N L, 
3033 IF^RTTR U,i)=59 THEN GO SU 
30340IF RTTR ( I ,iJ -60 THEN GO SU 
3035^IF RTTR (I , i) «38 THEN GO TO 

4 0 1 0 L E T o I P l a y ) =o (P l a y ) + K : L E I 
n ( P t a y ) =K L E T m ( P l a y ) =0 
4 0 2 0 RETURN I F T 
4 5 2 0 L E T P i p i a y ) = P ( p i a y ) + k : l e t 
n ( p l a y ) =0 : L E T m ( p l a y . » = k 
4 5 3 0 RETURN . 4 9 9 9 REM p l a y e r S H O O T l o v e j e n t 
5 0 0 0 L E T j = o ^ P | a y ) ^ L l e t ( p i a 
y i ; L E T b =n ( p l a y 1 : I F b < > 0 T H E N 

5020°FOR®t«r+v TO f+(v*4) S T E P V 
| g i S V B R ? T W ; - M " : BEEP . 0 0 0 

5 , 3 0 : P R I N T RT • NEXT t . 

| 7 0 0 ° F O R 1 X = W 4 b T O w + ( b * 4 ) S T E P b S?§8 P R I N T " ; BEER . 0 0 0 
5 , 3 0 P R I N T RT r , x ; : NEXT X . 
GO T O 1 2 1 l t . , c . . . . t F 7 0 9 REM c h e c k i r s h o t h i t 

s o m e t h i n g O T T „ 
5 S 0 0 L E T 0 2 = t . L E T P 2 = X . I F RTTR 

(02 . P 2) = 5 3 T H E N GO TO 8 1 0 0 
5 3 1 0 I F HTTP. ( 0 2 > p 2 . i = P l T H E N P R I 

o r r + - GO TO 7 0 0 0 
5 8 2 0 I F R T T R ( ° 2 . P 2 ) = 5 9 T H E N L E T 

j = 2 : BEEP . 0 5 , 1 0 : BEEP . 0 5 , 1 5 : PRINT RT 02,P2; " GO TO 7000 
5330 IF »cR6feN»i(toa,pa) <>" " THE N PRINT RT r,t; : GO TO 130 5340 RETURN L . 5999 rem work out which player 

is dead 
7000 LET ptay=piay+l: IF piay-J THEN LET play=l . . n i D l a y 
7 0 0 1 LET y=p(play): LET s=o<piay 
7002 IF 0=2 THEN GO TO 3500 
7009 REM print deteriaration or Player 

BEEP .05,c: NEXT 
movement g=r + (t-r) 

w 

o f 
+m 

7 0 1 0 FOP INT OUER RND*26>) 
T O 8 5 4 0 
7999 REM 8000 FQR STEP -m (play} 8010 PRINT RT g PRINT RT g,W: 0 3500 ' 3100 PRINT RT 02.P2"" " 8101 IF 02<p (Play) THEN 

e + 1 
3102 3-1 8104 241 8105 

TO -10 STEP -1- PR 
y,SiCHR$ { 64 + INT ( 

indian (Play) TO 

GO 

r 

BEEP NEXT g: 

IF 02>P (p (.ay) THEN 
IF p2<o(play) THEN 

LET 
LET 
LET 

. 1 , 9 GO T 

0 2 = 0 

0 2 = 0 

P2=p 
P2=o (Play) 

RT 02 RND P2; O2=P (p lay INK 5; 
02,P2; BEEP 1.0: GO TO 8100 BEEP .1 
;" ": NEXT z with snake or 

IF ) THEN PRINT GO TO 8500 8106 PRINT RT ,RND*5: BEEP 3110 PRINT RT : PRINT RT r,z 8499 REM fight i nd i an 
y =P (Play) : LET *=o(Play ) : FOR C =1 TO 107 PPINT AT u s h 

S i ? 0 r B E E P * 0 5 ' R N D * 1 0 ; p r i n t 2=12 ^ S T INK (RND #4) BEEP .05,RND*10 3510 PRINT OUER 1; RT EP . 05.. RND #10 8520 NEXT c 
IF RND>.15 THEN GO TO REM death routine PRINT RT y,S; t : GO SUB 

myit BE 

8600 

93 
IF p lay =1 THEN 

P lay =2 THEN I F 
LET a =1: LET 
LET a=2: LET 

8521 3530 3535 3540 
00 
3550 

S =2 8560 
s = 1 8570 GO TO 9500 

L E T s ( P l a y ) = s ( p l a y ) + 1 

o 96000: I F THEN 
3610 GO TO 130 gfgf REH instructions 

INUERsE 1; BRIGHT 1; "GOLD RLI PRINT RT 0,8; 0,20, 

GO GO T 

SH" 
'"T^eres GOLD in dare hi lis and theres two arter it a n d t h e y u stop 

hing to Kill each othe r . " 
9020 PRINT "Don t hit or M U int 
° p 5 r i ? d ^ n i > l o r h i s s n S k t t i f ? " 

f a t l t — H i f f ^ i i a t i o n V o ve ratal Hitting a beer ba will cause retal the indiansON Y O U R note !!)" 9025 PRINT -If you kill an indiS n or his snake you are a go id c o m " 9035 PRINT '"The y increase its nd i ans and 

dem o ' yu at not 

r re I 
i a t i on by OPPONENT (take 

g i v e n 

town w i 11 s I o w 1 population of i go id" 



9d4.a PRINT "The winner is the pi ayer who outlives his oppenent o f who collects 20 gold pie 
ces (.) " 9050 PRINT "PRESS PINY KEY TO CONTINUE" PAUSE 0: •CLS 9060 PRINT TAB tl0*;"OOLD RUSH" 

"CONTROLS..." y070 PRINT '"PLAYER 1" '"2...RIG HT" ' "3. . .LEFT" "4. . .UP"'"5. . .DOU N 1. . .SHOOT" 9030 PRINT AT 5,13;"PLAYER 2" 9031 PRINT AT 7,13;"L...RIGHT";A T 3,13;"K,..LEFT";AT 9,18;"J...U P";AT 10,13;"H...DOUN";AT 11,18; "ENTER...SHOOT" 
9090 PRINT AT 21,0,"PRESS AN/ KE Y TO CONTINUE": PAUSE 0 CL5 • P ETURN 
9499 REM p n n t on screen who is 

t h e w i n n e r 
9500 GO SUE 9990 CL5 PRINT TA B (10);"GOLD RUSH": PRINT '"PLAY ER "; a.; " IS "; INUERSE 1 "DEAD" : BEEP 1,-30: PRINT ' INUERSE 1; " PLAYER " FORE THE gINNER P .3,4 9520 PRINT AT 19.0;"PRESS ' Y ' FO R ANOTHER GAME" 
9530 IF INKEY $ = "y" THEN BORDER 7 PAPER 7: CLS : GO TO 2 9540 IF INKEY$ = "n " THEN PRINT US R 0 
9550 PAUSE 1: BORDER 0 BORDER 1 

BORDER 6: BORDER i BORDER 5 BORDER 3: BORDER 1: GO TO 9530 9519 REM print how has collected 20 coins first 9320 GO SUB 9990 CLS PRINT TA B il0i;"GOLD RUSH"- PRINT '' INU ERSE 1,"PLAYER ",Play; INUERSE O ;" HAS COLLECTED 20 GOLD COINS SO HE IS THE UINNER" 

,s; INUERSE 0;" IS THERE 
BEEP .3, BE! 

BEEP .05,0: NEXT r: 9320 DATA 1^0,.75,0,.25,0,1,0 , 3 , .5,2, .5,2, .5,0, .5,0, .5,-1,1,0 9399 REM data ior graphics 9900 RESTORE 9910: FOR q=USR TO USR "g"+7 9910 READ e: POKE q,e: NEXT q: R ETURN 
9920 DATA 24,24,59,92,152,36,36, 
6 6 9930 DATA 24,152,152,249,31,24,2 4,24 9940 DATA 43,56,116,191,116,56,7 2 , 132 9950 DATA 24,24,220,53,24,36,36, 
6 6 9960 DATA 60,126.255,255,255,255 
, 1 2 6 , 1 2 6 9970 DATA 24,24,126,126,24,24,24 >24 
9990 LET *.$=" ": FOR h=0 TO 21: P PINT AT h,0; PAPER RND*7;K$: NEX T h 
9991 FOR 9*1 TO 11: PRINT AT 11-9,0; PAPER 7;K $;AT 10 + 9,0; K$: NE XT g 9992 RETURN qqqq STOP <023 DATA 32,120,96,43,24,62,32, 
62 9939 REM colour screen clearance 9990 LET K$=" FOR h=0 TO 21: P PINT AT h,0; PAPER RND*7;F$: NEX T h 9991 FOR 9=1 TO 11: PRINT AT 11-9,0; PAPER 7;k $;AT 10+g,0;K$: NE XT g 
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1 0 R E M W * « « H U H . . H t M L K W « W * 

30 ^ 
4 0 R E M « * * * * * b « * M - T u r i f w r * * 

-,, - , + e u | : »< 77 > + C H R « < 4 6 > + C H R » < 8 4 > 
H R s t s " > t c H r ^ , : 3 2 > + C H R * < 7 8 > + C H R * < 6 

CT > + C H R « 3 2 > 
7 0 P R O C _ V R R I FIBL.ES 
E O P R O C _ C H A R A C T E R S 
^ 0 P R O C ^ T I T L E 

I B E P R O C ^ E N V E L O P E S 
0 M O D E 5 : V D U 2 3 , 1 , 0 , D 

R I N T T A B < 4 , 4 > ; " P L E A S E W A I T TFL 
B < 4 > " P L £ A S E W A I T - : F O R 1 = 1 T O 1 1 5 

0 : N E X T I 
1 3 0 P R O C ^ S C R E E N 
i i O T I " ; - 4 2 0 : R E P E A T T I • " i - 1 

! 5 0 P R O C . G U f i R D = I F J * = 0 T H E H 1 4 9 

0 1 6 0 P R O C _ M O V E : I F X K - 1 0 8 8 T H E N 2 

, 7 0 , F T % = 0 T H E M 1 4 9 0 
i r , 0 I F L R . 1 OR L E * > 2 A N D W £ > 1 

•?s T H E N P R 0 C _ B R R 0 W L 
I F .T>.-0 T H E N 1 4 9 0 

2 0 0 I F L E ' I > 3 T H E N P R O C ^ A R R O U J J 

P
 G L 0 X F JY.«0 T H E N 1 4 9 0 

5 2 0 U N T I L > ^ = 1 0 3 8 
2 3 0 L E " V - L E * . + 1 

I F TL-/.<1 T H E N T I - . - O 
V D U 4 C O L O U R 4 C 

O L O U R 1 3 1 : P R I N T TAB-: 7 , 3 >; S C -I • C O L 
0 U R 1 3 1 : V D U 5 

2 6 0 I F L E - I = 6 T H E N M 5 0 
0 7 0 p p o c N E X T J L E V E L 

I t G C Q L ^ l - H O V E G : : , 7 3 6 V D U 2 0 2 

111-1 FT 3 2 D R A W 1 1 2 0 , 7 3 5 
" 0 0 I F L E * > 3 T H E N G C O L 0 , 2 : M O V E 

F?. : V D U 2 6 2 . . . 

- 1 0 R . % - 6 4 0 M X » 1 : J * " * : ' ' ' 

E L S E V D U 

4 3 3 0 V 0 U 4 F O R I » L L T 0 1 4 . F 0 R J - 3 T 

O i e S T E P 4 C F 

" ? 4 0 I F 1 - 1 1 T H E N B R " / . * 2 0 3 E L _ E 
B R * : = 2 0 2 

3 o 0 C O L O U R 1 3 4 . C O L O U R 1 P P 1 MT T f i ' 1 
B< J , i > , C H R * 3 2 ; C H R S B R " R 

3 6 0 N E X T J : N E X T i 
3 7 0 C O L 0 U R 4 : C O L O U R 1 3 1 : P R I N T T R 

3 8 0 V D U 5 : P R O C _ P R I N T 
3 9 0 I F L E ' ; ~ 5 T H E N P R O C L E V E L 
4 0 0 I F L E * > 3 T H E N P R O C P U R R 
4 1 8 GOTO 1 4 0 -'HR. 
4 2 0 D E F P R 0 C „ C H A R A C T E R S 

5 4 3 0 V D U 2 3 , 2 0 0 , 2 5 5 , 3 2 , 3 2 , 3 2 , 2 5 

2 

6 

450 VDU -3,202,255,255,2^5 253 
,255,255,255,255 ' 
460 VDU 23,20:3,1,3 7 1 5 o, ^ 

127 25^ ' 

460 VDU 23,205,0,3,28,28 ,14 ,14 
, o , 

4 9 0 V D U 2 3 , 2 0 6 i s \ e . . . „ _ 
, 2 5 5 . 0 , 5 6 ' ' 1 6 ' 1 6 ' 4 4 ' 1 2 b 

4 g 5 0 0 V D U 2 3 , 2 8 7 , 0 , 0 ; 0 , 0 ^ / 0 / 1 6 / 

q510 VDU 23,208,0,0,0,0,43,^^ 

0
 5 2 0 V D U 2 3 < 8 , 8 , 8 , 1 S , 0 , 0 , 8 , 

0 5 3 0 W U 2 3 ' 2 1 0 , 0 , 0 , 1 2 , 0 , 0 , 0 , 0 , 

0 
5 5 0 V D U 2 3 , 2 1 2 , 0 , 0 , 0 , 1 4 , 8 , 0 , 0 , 

I 



Hunchback Rescue is the second game Mark Turner has written for 
the Electron since he bought his computer six months ago. The 
program was finished during his summer holidays and took him over 
five weeks to complete. 

The aim of Hunchback Rescue is to help Quasimodo break through 
the defences of Notre Dame, run along the heavily guarded wall of 
the cathedral and free the beautiful Esmerelda from her prison cell in 
the tower. No easy job when you have to fight off soldiers, dodge 
arrows and fire-balls, leap across gaping chasms and swing across 
crocodile-infested pits. 

There are five separate screens in which you must beat the obstacle 
in your way and ring the bell cord to transport the Hunchback to the 
next level. 

The X key moves Quasimodo to the right and 
the space-bar makes him Jump sideways. 

139 



7 6 0 

720 E N D P R O C 
7 3 0 D E F P R D C ^ S C R E E N 
7 4 O V D U 1 9 , 1 2 4 , O , 0 ; 0 , 0 , 

VDU.1 9 , 3 , 0 , 0 , 9 , O.; 
V D U 1 3 , 6 , 0 , 0 , 0 , 0 , 

770 V D U 1 9 , 1 • 0 , 0,; 0 0 ; 
7 9 0 V D U 2 8 , 0 , 3 0 , 1 9 , 0 
7 9 0 C O L O U R 1 3 4 C L S V D U 2 3 , O , 3 1 , 1 

9J 0 • C O L O U R 12 . 9 C 0 L 0 U R 3 
9 0 0 F O R 1 - 1 1 T O 3 0 : F O R T 0 T O 

1 9 
8 1 0 P R I N T THP-' T . I ., CHP1.'.: > 0 0 >, 

8 2 0 N E X T J : N E X T I 
8 3 0 V D U 5 
8 4 0 M O V E 3 2 0 , 3 5 2 G C O L O , O : V D U 2 0 

1 : M O V E 3 6 4 , 3 5 2 . V O U 2 0 1 M O V E 3 2 0 , 3 
2 0 V D U 2 0 2 M O V E 8 6 4 , 3 2 0 V D U 2 0 2 M O 
V E 3 2 0 , 2 3 8 V D U 2 0 2 M O V E 8 6 4 , 2 8 8 V 
D U 2 0 2 

8 5 0 V D U 1 9 , 1 3 4 , 1 3 4 , O , 0 , O . 
3 6 0 V D U 1 9 , 3 , 3 , O , 0 , 0 , 
3 7 0 V D U 1 9 , 2 , 6.; O , O ; 0 , 
8 8 0 V D U 1 9 , 1 , 1 , 0 , 0 , -J, 
8 9 0 M O V E 1 0 8 8 0 9 6 G C O L O , 4 V D U 2 

2 5 M O V E 1 0 8 8 C=64 V D U 2 2 6 : M O V E 1 0 8 
8 , 3 6 4 V D J 2 2 8 M O V E 1 1 5 2 , 8 6 4 V D U 2 2 
7 : G C O L F T , J : M O V E 1 1 2 0 , 8 3 2 DRFLUI 1 1 2 0 
, 7 3 6 

9 0 0 0 4 C O L 0 U R 4 . C O L O U R 1 3 1 P R I 
T IT TAB'' 1, 3 >, " S C O R E - " .; 'F_.IT \ : P R I \ IT 
1 RB< 1 2 ', " L E V E L - " , LE-; C O L O U R 1 2 9 
P R I N T T U T - ?, 1 " H I O H S C O R F " , M S 

" i 
9 1 0 '••'[>»J5 P R O C _ P R I H T 

• • • • • • ( I I I 

8 

9 2 0 t L O , 2 : M O V E 0 , AFC : V D U 2 2 0 0 
f 01 - 0 , 4 t i u V E 0 , V D U 2 2 1 : G O O L O , 4 
M O V E O , - 3 2 • V D U 2 2 2 

9 3 0 E N D P R O C 
9 4 0 D E F P R O C _ _ V A R I A E L E S 
9 5 0 R ' ; = 6 4 0 E ? i = 4 4 3 W 5 j « l : P " : ~ 0 : G * . 

= 6 4 . U E * « 1 1 • a % = 9 5 : S C " ; = 0 : X " i = 0 $ 
V * S - 7 3 » 3 k>*-& h ' i ^ l 1 5 2 

9 6 0 S*<- 1 
9 7 0 E N D P R O C 
9 0 0 D E F P R O C _ M O V E 
9 9 ' < : 

l O O O I F I H K E Y C - 6 7 > T H E N X * - X * . + 6 4 
: G O T O 1 0 3 0 

l O l O I F I N K E Y < - 9 9 > T H E N 1 2 6 0 
1 0 2 0 E N D P R O C 
1 0 3 0 I F X ? S < 0 T H E N X % » 0 
1 0 4 0 I F X V . > 1 0 3 8 T H E N 2 2 0 
1 O 5 0 Q C O L O , 2 M O V E x , y V D U 2 0 2 • M O 

V E x , y - 3 2 ; V D U 2 0 2 
1 0 6 0 P R O C . P R I N T 
1 0 7 0 I F 1 T H E N E N D P R O C 
1 0 8 0 U " . " 0 P P " ; O 
1 0 9 0 F O R F t t - 1 9 2 T O 9 6 0 S T E P 2 5 6 
1 1 0 0 i r O R :-•:*. A \ T H E N 

PP*;- 1 : U'„ RR. 
. m o N E X T R \ 
1 1 2 0 I F P P * 1 T H E M 1 1 4 0 
t I 0 E N D P R O C 
1 1 4 0 H V 7 ? 5 C " ~ 2 0 2 
1 1 5 0 F O R T O 6 3 9 S T E P - 6 4 
1 1 - 0 P R O C _ P R I N T 
1170 F O R P " : ~ 1 T O 8 0 N E X T P * . 
1 1 8 0 G C O L " , 2 
1 1 9 0 I F y ' - i - - W . + 6 4 A N D Y * ; - 6 7 1 T H E 

N M O V E : : " . / . • • . G C O L . 0 / 2 V D U 2 0 2 M O V E 
Y * ; G C O L 0 , 1 : V D U 2 0 3 : M O V E X X , YM 

- 2 2 : V D U 2 0 2 G O T O 1 2 2 0 
1 2 0 0 I F X 5 S - U * ; + 6 4 A N D Y " ; < « 6 7 2 T H 

E N G C O L O , 1 
1 2 1 0 M O V E X " . , V ' : •• V D U 2 0 2 M O V E X * ; , 

V'-i :2 V D U 2 0 2 
1 2 2 0 S O U N D 1 , - 1 5 , Y ? : - 1 0 0 , 3 
1 2 3 0 N E X T Y " i 
1 2 4 0 P R O C _ P R I N T 
1 2 5 0 G O T O 1 4 9 0 
1 2 6 0 S O U N D 1 , 3 , 8 0 , 5 
1 2 7 0 I F '/."<:<O T H E N X V - 0 
1 2 8 0 G C O L O , 2 - M O V E X , y V D U 2 0 2 MO 

V E , Y - 3 2 • V D U 2 0 2 
j, 2 9 0 Y " ; - Y * . + 6 4 . W i - y X H 3 £ » 0 
1 : O 0 F O R X \ - H v . T O 1 ' 2 8 S T E P 6 

4 



1 3 1 6 I F r-r-.= 1 T H E M N E X T XV. 1 0 
8 8 : E H D P R O C 

1 3 2 0 I F L E ^ - l OR L E " ; > 2 T H E N P R O 
C _ R R R 0 W L 

1 3 3 6 P R O £ _ P R I N T 
1 3 4 0 I F X V . = 1 0 8 8 T H E N I1V.= 1 : G O T O 

1 3 1 0 
1 3 5 0 I F L E ' : > 3 T H E N P R O C _ F l R R O W J J 

P 
1 3 6 0 P R O C „ G U f l R D : F O R P % = 1 T 0 8 0 H E 

X T P ' i 
1 3 7 0 G C O L © , 2 : M O V E X " . , '<% • V D U 2 0 2 

M O V E X " l , Y 5 S - 3 2 V D U 2 0 2 
1 3 3 0 N E X T Y X 
1 3 9 0 Y ^ * Y 7 S - 6 4 
1 4 0 0 I F h R W O Y " . - 7 3 6 T H E N J 

5 5 » 0 : G C O L O , 2 - M O V E h " ; , 7 3 6 . V D U 2 0 2 : P 
R O C . P R I N T • G C O L O , 4 . h * ^ h ' . + 3 2 . M O V E 
h ' . , 7 3 6 : V D U 2 2 4 

1 4 1 0 GO T 0 1 0 6 0 
1 4 2 0 D E F P R O C _ P R 1 1 I T 
1 4 3 0 G C O L O , 4 M O V E : 7 . , Y ' : V D I J 2 1 0 
1 4 4 0 G C O L O , 1 M O V E X - . , Y" . V D U 2 1 1 
1 4 3 ® G C O L O , 3 : M O V E X " . , Y " ; V P U 2 1 2 

1 4 6 0 G C O L O , 1 M O V E Y * ; - 3 2 : V D U 2 
1 3 

1 4 7 0 G C O L O , 4 M O V E X " ; , Y * ; - 3 2 : V D U 2 
1 4 

1 4 8 0 E N D P R O C 
1 4 3 0 S O U N D 0 , - 1 5 , - 2 , 1 0 
1 5 O 0 S O U N D 0 , - 1 5 , - 1 , 1 5 
1 5 1 0 F O R T O 1 5 0 0 N E X T P" . 
1 5 2 0 S O U N D 1 , 1 , 3 4 , 2 3 5 
1 5 3 0 F O R i = 1 T O 5 6 
1 5 4 0 M O V E 3 6 5 , 8 0 O G C O L O , R N D < 4 > : 

P R I N T " Y O U R D E A D " , 
1 5 5 0 N E X T i 
1 5 6 0 S O U N D 0 , 0 , 0 , 0 
1 5 7 0 M O V E 3 6 5 , 3 0 0 G C O L O , 2 : F O R I 

= 1 T O '3 : V D U 2 0 2 N E X T I 
1 5 8 0 I F L E \ > 3 T H E N G C O L O , 2 . M O V E 
E - i , R * . : V D U 2 0 2 
1 5 9 0 M O V E 0 , 8 0 0 GC O L . 0 , 4 P R I N T " - * 

* * P R E 8 S * S P f l C E * F 0 R * * * * * * * A N O T H E R * 
G O * ' * * * * " 

1 6 0 0 P R O C „ D E L G 
1 6 1 0 V D U 4 C O L O U R 1 2 9 C O L O U R S F O R 
I=s.W T O 1 5 
1 6 2 0 F O R J ~ 0 T O 1 9 P R I N T TASK J , 

I > ; C H R $ - 2 0 0 > ; I - T J t 1 E X T 1 
1 6 3 G I F ; : 2 1 , O 

1 6 4 0 V D U 5 : I F Y " ; = 7 3 6 T H E N M O V E X 
, Y " : ; G C O L 0 , 2 : V D U 2 0 2 : M O V E X * , Y > „ -

3 2 V D U 2 0 2 
1 6 5 0 G C O L O , 2 : M O V E h > . , 7 3 6 : V D U 2 0 2 

: M O V E h " i - 3 2 , 7 3 6 : V D U 2 0 2 : M O V E h " : - 6 
4 , 7 3 6 : V D U 2 0 2 

1 6 6 0 G C O L O , 2 M O V E G * , 7 3 6 : V D U 2 0 2 
1 6 7 0 M O V E 1 0 8 8 , 8 9 6 G C O L O , 4 : V D U 2 

2 5 : M O V E 1 0 8 8 , 8 6 4 : V D U 2 2 6 : M O V E 1 0 8 
8 , 8 6 4 : V 0 U 2 2 8 : M O V E 1 1 5 2 , 8 6 4 V D U 2 2 
•y i 

1 6 8 0 G C O L O , 2 : M O V E 1 2 1 6 , 7 3 6 : ^ D U 2 0 
2 : M O V E 1 2 1 6 , 7 0 4 : V D U 2 0 2 

1 6 3 0 V D U 4 
1 7 0 O I F S C * i > H S ' i T H E N H S ' ^ S C " - : 
1 7 1 0 P R O C ^ V f l R I R B L E S 
1 7 2 0 C O L O U R 4 : C O L O U R 1 3 1 : P R I N T T R 

B<. 1 , 3 > ; " S C O R E " , : P R I N T T f , B < 1 
2 , 3 > ; " L E V E L * " , L E * : : C O L O U R 1 2 9 r K I N 
T T f lBC 3 / 1 > ; " H I G H " S C O R E * " ; f 

1 7 3 0 V D U 5 
1 7 4 0 K E Y $ - C E T * 
1 7 5 0 * F X 2 1 , 0 
1 7 6 0 G C O L O , 2 M O V E G ' : , 7 ? 6 V D U 2 0 2 
1 7 7 0 M O V E 0 , 8 0 0 G C O L O , 2 : F O R 1 = 1 
T O 4 0 V D U 2 0 2 N E X T I 
1 7 8 0 G C O L O , 3 : M O V E 1 1 2 0 , 8 3 2 : D R A W 

1 1 2 0 , 7 3 5 

• 
m 
s 



1 7 9 0 PR Or. p p x T T f 
1 8 0 0 G O T O " 1 4 0 

9 9 
1 

4 0 

L E I O D E F P R O C ^ E N V E L O P E S 
1 6 2 0 E N V E L O P E 1 „ 

I * ™ e n v e l o p e i r r ; - t r ' 1 ^ 

1 8 4 0 ENVELOPE? - / j " " I * 

8 E N D P P n r 

1 8 6 0 C C F P R O C _ N E X T . j . e V E L 
1 •. i n E n K ' c - < _ ~ 

F O R D ' s i r r , i •! - ' 5 ' 1 ' 1 N E X T i 
1 3 0 0 N E X T D * : N E X T s i 

F 0 R i - l TO 8 0 0 . N E ' T 1 
8 9 0 S O U N D 1 , 2 , 2 8 . 8 0 * 

1 9 0 0 F O R r o ' 
1 9 . 1 0 MOVE D f 1 f , ' r r r i ) .. 

P R I N T - N E X T L E V E L " ' R N D < 4 > : 

1 9 2 0 N E X T I 
1 9 3 0 I F T I * < 1 T H E M T U « e 
1 9 4 0 S O U N D 0 , 0 , 0 7 0 " 

1 9 6 0 M O V E v - - ' 
M O V E V D U 2 0 S 
1 .970 E N D P R O C 
1 9 8 0 D E F P R 0 C _ G U R R D 
1 9 9 0 I F 

: ENDPROC ™ E W P R O t - f l R R O M R 

2 0 0 0 M « R N D < 2 . r r M , 
2 0 i o g c o l o ' I H " 1 

2 0 2 O MOVE O ( - . .r 
OVE O , V D U 2 0 0 ^ : Q C Q L 0 ' 3 * 

2 O 3 0 G C 0 L 0 . i M n v r r . . 
2 • G C O L O , 3 MOVE . ^ t ^ * : ! ^ * 

. " ' 0 4 0 — M U M * 
2 0 3 0 G C O L O , 2 M n v r 
2 O 6 0 G C O L O * A t - i o v i " 
2 0 7 0 C C O L O , •! MOVt" 

r — ' »i . . v y . ' c ! / 

• >=fU C N f 'PROC 

- f W OMR 
. . . ' l o u I F G " . > 6 4 THf M , 
- 1 1 0 G u O L H , 2 Mi i» «r- , , 

- l c ' u G t O L O . ~ Mnv.T r« 
COLO.. *f M o v e r , = 6 
MOVE O , , - . - 3 2 • 1 C C 0 U M 

1 .:;0 I F >'• [-1 iVjtir.. . 

M o v r ; 0 , . j " . 
MOVE 
M O V t o , ,.-„ 

H f f > P R O F * " ^ R H D T H E N J * 

10 

2 1 4 0 G C O L O , 2 MOVE G ' ; , 7 3 6 V D U 2 0 2 
2 1 3 0 G " ; - G " ; + 6 4 
2 1 6 0 I F G ' . = 1 9 S 9 T H E N GV~-64 
2 1 7 0 G C O L O , 4 MOVE G V . 7 3 6 V D U 2 2 3 

2 1 8 0 I P HUD Y V - 7 3 6 T H E N J 
-O : G C O L O , 2 MOVE G \ , . V D U 2 0 2 P 

R O C _ P P l t IT G C 0 D ~ \ . 4 G " ; « G \ - 3 2 MOVE 
C M , 7 3 6 VC 'M" -23 

2 1 9 0 EMDP* 'u i . 
3 2 0 0 D E F r v u C _ D E L G 
2 2 1 0 I i i W 3 5 T H E N G C O L O , 2 MOV 

C V D U 2 0 2 MOVE 0 , : ; 2 V D U 2 0 
2 ENDPROC 

2 2 2 0 G C O L O , 1. MOVE O , . ^ V D U 2 0 2 G 
COL 0 , 3 MOVE 0 , • V D I J 2 O 0 GCOL.O, 1 
MOVE O , a ' . - 3 2 V D U 2 0 2 . G C O L O , 3 . MOVE 

0 , a ^ - 3 2 V D U 2 0 0 
2 2 3 0 E N D P R O C 
2 2 4 0 DEF F R O C _ R R R O W L 
2 2 5 0 I F F P . - X ; . RND Y * . - 7 3 6 T H E N J 

* ; - 0 : G C O L O , 2 M O V E h - ; , 7 3 6 : V D U 2 0 2 P 
R D C _ P R I N T G C O L O , 4 h " ; - h " . + 1 6 MOVE 
h * i , 7 3 6 : V D U 2 2 4 ENDPROC 

2 2 6 0 G C O L O , 2 MOVE h ' , , 7 :6 V D U 2 0 2 
: G C O L O , 4 : h " : - h i " ; - 6 4 

2 2 7 0 I F h * ; < 6 4 T H E N h " ; = U 5 2 
2 2 8 0 MOVE h " i . . 7 3 6 . V D U 2 2 4 
2 2 9 0 I F t . 7 . R N D Y V - 7 ' 3 6 T H E N J 

O G C O L 0 , 2 MOVE h " . , 7 > . - V D U 2 0 2 P 
R O C _ P R I N T G C O L O , 4 4 7 - ; - h * ; + 3 2 M O V E 
r- , ' . , 7 3 6 V D U 2 2 4 

2 3 O 0 E N D P R O C 
2 3 1 0 D E F P R O C ^ L E V E I 5 
2 3 2 0 MOVE 1 2 1 6 , 7 3 6 - G C O L 0 , 4 V D U 2 

0 5 MOVE 1 2 1 6 , 7 0 4 . G C O L O , i V D U 2 0 6 : 
MOVE 1 2 1 6 , 7 3 6 G C O L O , 1 V D U 2 0 7 MOV 
E 1 2 1 6 , 7 3 6 G C O L O , 3 V D U 2 0 8 M O V E 1 
2 1 6 , 7 0 4 : V D U 2 0 9 

2 3 3 0 MOVE 1 0 3 8 , 3 9 6 G C O L O , 2 V D U 2 
0 2 MOVE 1 0 , Sr.-4 V D U 2 0 2 MOVE 1 I r5 
3 , 8 6 4 V D U 2 0 2 MOVE 1 1 2 0 , 8 3 2 DRRI4- 1 
1 2 0 , 7 2 8 

2 3 4 0 ENDPROC 
2 3 5 0 G C O L O , 1 MOVE 1 1 4 4 , 7 6 5 V D U 2 

0 4 



2360 GCOL0,2:MOVE :VDU202: 
MOVE XV., Y'i-32 VOU202 : Y W 3 6 : PROC 
_PRINT 

2370 FOR Py.̂ S TO 1 STEP-l;PROC_ 
$<X P's. > : NEXT 

2380 FOR P"-i= 1 TO 7 ; PRQC_SO< 1 > : N 
EXT:COLOUR134 

2390 VDU4:FOR 1=1 TO 80:PRINT T 
RB< 3, 7 >" " : PR I NT T 
RB<3,7 V'CONGRATULATIONS":NEXTI:F 
ORU=1TO300:NEXTU:PRINT TRB< 3, 7 >" 

":VDU5 
2400 *FX21,0 
2410 GOTO 1570 
2420 DEF PROC..PURR 
2430 D*;-RND< 3 > 
2440 IF D̂ .= l THEN E .̂=448 

IF D>>2 THEN E'i=704 
2460 IF D*-;»3 THEN £5i«S»60 
2470 GCOL0, 3 : MOVE E'i, 608 : VDU220 

: GCOL0,4 . MOVE E*:, 608 : VDU221 : GCOL 
0,4; MOVE E*;, 576 : VDU222 

2480 ENDPROC 
2490 DEF PROC„ARROW J JP 
25O0 GCOLO, 2 . MOVE E5S, R5fi: VDU202 
2510 RJi=R3fi+32: IF ft-;=832 THEN R?i 

«640 
2520 GCOLO, 4 : MOVE , R";: VDU215 
2530 IF E*-i=X'/. AND RX+32-Y5S OR E 

AND R -̂Y*-: THEN J'i-O : GCOLO, 2 
; MOVE E"<, ft*.: VDU202 : PROC.PR I NT : GC 
OL0, 4 : - 16 : MOVE E*;, R";: VDU215 
.GOTO 1490 
2540 ENDPROC 
2550 DEF PROC_TITLE 
2560 VDU 1 9 , 2 , 1 1 , 0 , 0 O , : VDU 23, 

1 , 0 . 0 . 0 . 0 : 
2570 COLOUR 1:PRINT TflB<14,1>;" 

p r e s e n t i n s " 
2580 W>.=4 
2590 FOR I*;~l TO 179 
2600 READ 7"-. 
2610 SOUND 1 ,- 15 ,V%+15, 1 
2620 IF V5s»-1 THEN 1 GOTO 
2650 
2630 COLOUR 129:COLOUR 2 
2640 PR I NT TfiBC V*-;, U'/L > j CHR«< 216 > 

'2650 NEXT 
2660 COLOUR 3 : PR I NT TAB< 14, 18 > 

R » ; 

2670 FOR ___ 
2680 p ^ 7 " 600-:NEXT I 
2690 f o r ' 
2700 COLOURl N E*T I 
F 1 0 P R I N T 3 

•nt. y o u 
2720 VDU ic 2 -
2740 i F , 
2 7 5 0 i f B t o L , ^ 2 7 8 0 
2760 * F * J i * T H E N 2 7 3 0 
2770 ENDPRor 

2 1 0 0 
? ENDPROC 

27,29, 31 19,zi >-. 
28.30 DRTR 

3, 35, 37 i J '' : i •' 2 5 ' 2 7 . 29 3 J ^ *0 

2 8 , 2 9 , 3 0 , 3 3 i X . 1 8 ' 2 0 , 2 1 , >2 , 2 4 
2 8 4 0 r ^ T f l 

11 



3 3 4 1 .-=334! 

r = 3 3 3 2 3 CCCi 1 

. CC 
. . v 1 v - „ - , > = 

V ' 1 , r f C T* O THEH20© IP'- - , i , T l s2 

NEXT . -AATHEN28 „ 

-S I F P E E K O 

* ; . 

I-PEEK <K.) =2iTHEN0=-l 118 I^PEEK(K) =22THEN0=1 123 POKEP.32:P=F+0 P1«P1*0 ICPEEK(P)=32THENif& IFP<7768THENP=P+22 Pl-Pi+22 138 IFP>8l4lTHENP=F-22 Pi=Pl-22 1^5 IFPEEK <P> = 37THEN33& I4B irp=776?THEN358 1:3 POKEP,35:POKEP1 6 If2 GOT020 
1:5 P R I N T " a * M B " S C :68 S0T028 
283 POKEV, 15 FOR1-255T01235TEP-1 P0K.ES0-2 I NEXT FORT«iTO300 NEXT POKESO-2,8 FOPT=3185 T07688STEP-I P0KET.32 NEXT ptflNT' LattS-OU WERE STRANGLED 3V T HE OCTOPUS'" 
2-8 PRINT' WBEL T VOL* SCORE3>"SC"|«1WPOIN 
2 T 0 P R I N T " M M - ^ N O T H E R *AME'!L 

GETAt 1 F A I O " Y"ANDASO "N * - E N 2 6 0 
2£5 IFAf="V"THENRUN 
2 ~ 8 P R I N T ' - M M V O U HEEI S H L M H I N G ^ESSO 

238 POKEV,15:FORI*255T0l28STEP-i POKESO-
: I NEXT FORT=1TO308 NEXT POKESO-1,8 



D i v i n g f o r g o l d c a n be a d a n g e r o u s business w h e n y o u are 
f a c e d w i t h m a n - e a t i n g sharks, p o i s o n o u s je l ly f ish a n d , 
w o r s t o f all , a g i a n t octopus . 

Y o u h a v e t o step i n t o a w e t suit a n d b r e a t h i n g a p p a r a t u s 
a n d g o in search of a f o r t u n e of g o l d l y i n g o n the sea bed . 

R e m e m b e r , y o u ' l l h a v e to tack le those f ishy characters o n 
y o u r w a y u p t o y o u r speed boat , as w e l l as o n t h e w a y 
d o w n — so, be w a r n e d . 

V A R I A B L E S 
O c t (x) — O c t o p u s ' l o c a t i o n 
X — N e x t p o s i t i o n 
P — P l a y e r ' s p o s i t i o n 
Q _ P layer ' s n e x t l o c a t i o n 
SC — Score 
B$ — O x y g e n 
U — V o l u m e 
S O — S p e a k e r 

JPj ^ 
f **1NT 
I I - -

M a e D R I N T , I f - rp r r r - - n 'Wf r1 

mmmmiNT 

Irrifs' 

HEN5 
S -ONQRfiTULfiTlod 

V 0 U P»SSEP * L L 9 ' 

**E nu A ^ 
-'UAL 11 

V 0 U TO TRV 

~ fUlV" • F ^ T I C E IN 
' --tEi .t, - t 

VOUR 
1 - OTP p OKEV POKE V +' 
ITEE B R , N T X . . _.1B. - POKEV-9, 2. 

POKEV 
J 

10 

P V V': 
3V =sc-

0T0 

36® 

P 0 KE77J 7 4 ^ 0 ' 3bc -
1 HE' 

>0KE 
f O ^ ' 
HE-"" 

I - f j W r A p j _ - O i l 
• ma a - . " ® ® 9 6 2 T 0 3 P Q t t r - • 

NEXT 

liieS ? 
U ; POKE I 44.-NE 

- C V. NEXTT " 
N E X T T 1 ^ 0 3 4 S T E P - I POKEV 

EXT 
1) 

P 0 K E A ( T ; y 3 7 

7 

: i 4 0 I . f l v K £ I > < 1 POKED 

POKE, J 

'0KEZ-+1 h p o l 

I P 0 W 7 7 6 9 J s 

1 2 POKEP F 0 P P - .•, 

- - 3 6 P R I n t ^ L • NEXT 

V - 9 0 POKEP 
RETURN 
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1 REM PLANET LANDER 
2 REM BY 
3 REM ANt>y ROLEN 

REM & 
REM DAVE MASON 

I b REM 
REM 

118 POKE 3 6 3 7 ? 243 
111 PRINTCHRJ 8 
I T PRINT 

128 R0KE3e 3 42 
\S8 PRINT 

LANET ^ANEER" 185 P R I N T " _ . _ - _ _ „ _ e l 
118 P0KE52 .2? P0KE56 2? POKE? 1 , 2 5 5 - . - = . : | 
F 255 
115 FORA«0TO511:POKE7i63+A PEEK : 3 2 " 

'•EXT 
1128 FCP I = 7 1 6 8 T 0 7 2 2 3 R E A M POKE! A NEXT 
I : IT PPI •J T s - -
| l AR" 

- 3 IFPEEK< 197 )=32THEN£0 T C158 
138 F0RT=1T0458 NEXT 

|135 no y IT • 

1138 1FPEEKC197) *32THEN00T;1T8 
148 F } R T = l T 0 4 5 8 NE>'" 
145 30T0125 

l i f e P 0 K E 3 6 8 6 9 , 2 5 5 
PRINT i f i i » i » i r ' -I 

166 PRINT 
READA* THENGJTO130 

h i ^ 2 " ft " THENPRIN T 30T0165 
: 7 8 PRINTA* 
; ~ 2 F 0 P T = l T 0 1 l 6 N E - " 
1~5 G0T0165 
1S8 1FPEEK ( 1 9 7 > =32"HEf <RR 1N" : 3OT:206 
i r & G 0 T 0 i e e 

1208 P R i r r ' L i f f l M E f c f " - A - E " EF 
PRINT 

.283 P 0 K E 3 6 3 6 ? . 2 4 2 
PRINT i rSE HE j 

| = NT (OUR * H I P —ROM —RASH I NO -sNTO 
* T ARS " 

218 PRINT Sffilfei y j E - I S H T . i 
215 PRINT M f \ ) V E _ E F T . . -

1228 PRINT m m 4RUS" - 1 
225 PRINT HHE TRE53 •RACE -iR' 
223 F0RT=1T02758 ; NEXT 

| 2 3 8 1FPEEK ( 1 9 7 ) « 3 2 T H E N 2 4 0 
235 G0T0238 

| 2 4 8 PRINT U M B l i r - A N E T _A - IEP 
PRINT PRINT 

~F E . 
HE 

- 1 • L 0 A : 2r . : HAPT J - " IF-
- - N G t n l F T 4ND _UN •TOP 1 

^ 5 8 POKE 198 .8 EM-
1868 DATAS, £ . 23 62 5 2 . 4 6 46 
1 0 8 1 - M T A 4 6 127 11? 3 - 0 - 0 | 1802 DATA46 ,12" 11? ?? I 5- 4 33 

1518 DATA' SH . y , 0 . Li c " r " l ' 7 
s f E 3 . 4 : p m i 

1015 D A T A * , W T - - - ; _ N - • 
, T , H , E P A.D 6 F E 

r y P ^ V ' - " : T y , £ t " . 0 D, 0 ,S 0 , V , 0 , U , R 3 . H . I . R * I , J 

^ P - . J- I . N, T , 0 !'• E E , 
- T « ; L , L , N , E E I > 

1825 I'ATAH , P , U 3 , T 
P , S , P , A , C , E B U ' , . 

R E 
1030 J A T A F , U , E L I N 3 , 3 , * 0 , N A r T d 

R . " • R . R , E . 3 - c P - -

A P / 
PEAI'V. 

n ( C ; t B 

14 

peacef 
A hi 

and kil 
dam; 
throuc 

The 
char; 



cef 
hu 
kit 

The planet looked peaceful as the 
exploration team climbed slowly d o w n from 
EXPO-32, part of the survey fleet sent out to 
explore far f lung sectors of the galaxy. 

The equipment was quickly set up and the 
various experiments begun. Suddenly the 

I scene was shattered by a warning alarm from the space craft, 
e earthquake had begun which threatened to destroy the space craft 
all Its crew. The ship managed to take off In time but had badly 

iag« id its rockets. You have been given the responsibility of guiding the ship 
iugl i an asteroid belt and landing o n the nearby moon, 
le p irogram loads In two parts. The first contains the instructions and the 
•act er definitions and the second the main program. 

• • 

ti< 15 ^ n f 

x / I m 
J 



2 CLP 2A=8 *- PRINTCHPf 8 
3 P 0 K E 3 6 8 6 9 , 2 4 2 P0KE35373 153 
J P R I N T " U M IOUR SHIP CAN GO UP AND a l l 
EwAYS THROUGH THE 5 "«R3 >R THE GAME WOU 
LD B E " ; , r , l P 

P R I N T " IMPOSIBLE. : PR INT I L L LEVE 
L ^ ( 1 0 - 9 8 ) " 
5 R 0 K E 1 9 8 , 6 INPUTS-
? IFSLC18ORSL>90THENGOTO^ 
3 L V=3 
18 P 0 K E 3 5 8 7 9 , 8 PRINT j g " 
23 RP=7698 R l = 8 R 2 = l R 3 * 2 
3" F = 5 8 8 • P 0 K E 3 6 8 6 9 . 2 5 5 0 * 3 8 7 2 8 
35 P 0 K E 3 6 8 7 8 , 1 5 
48 F0R3=1T0SL 
4 1 RN="~688 + INT (RND( 1 * 3 3 8 +55 

2 IFPEEK (RN) 0 3 2 T H E N 4 1 
3 p OKERN,42 
4 NEXTS 
- u = < c > ; r i 
3 r •!1 |® ,?=3l20TO3lrT E > 3 - > E 3 
15 
3 •= ' 'RNDQ1 

7 8 -<'" E - 898+V * 
38 r 
93 POK E3893 + 't - 1 5 _ 
188 P 0 R - = 8 T 0 2 " - " • ? > ; 
: : 8 p r i n t a g g s i ^ L j i a s s ^ s a a f l o a a t o -

a " . M f t _ 
7 . - - - 2 2 »42~-E ' j " - ' 3--B7080 
3 - -w 6 e 

I f P . N D < 0 > > . 5 ~ -
=5THEN:- - --1 

e 

- HE -

_ - 5 GOSUB 1248 
158 G0SUB1888 • • _ 

or k;ERP 32 POKE" = - 2 2 32 RP« i - POKE 
=-= = 1 POKERP,P2 - I - r t C 1 
. 6 8 GOTO 115 
1888 POV ER- R l r ^ ERR+22 R2 P O K E R P 1 P 

- ERP+22+C, 1 
_818 K 1 - P E E K < 2 . 3 
-r<2£=i =0KE198 8 I=3THENGvSl)B1288 

POKE 198 8 I r r : . l = 8THEN50SUB14«e 
c ' KE19S 8 IFKI=39THENGOSUB1606 

58 : ) H E " S i POKERP+22 R2 
1-1 58 -E*" ~ 

1230 POKERP R l POKERP +22 R2 POKERP+C 1 P 
•J- ERP*22 +C , 1 
. 2 4 8 l r = EE- R P t 4 4 =STHENGC>3L iB3886 

- 4 5 IFRPa>8897THENFRIN r i jaSKFASH' 
w 'CRASH!" CRAS 

IPRP»>8097THENPRINT i , a |vOU CLEARED" 
PLANETS" G0T04858 

- 2 5 8 RETURN 
1480 REM 
1410 POKERP 32 POKERP+22 32 POKERP+C 1 : P 

' i . c r-'+22+C , 1 
1-128 RPaRp + . f 
1 - 3 8 POKERP 32 POKEFF+22 32 POKERP+C 1 P 
. - E R P + 2 2 + C j l 
1 - 4 8 IFPEEK RPi-44 =6 t hENG03UB3888 
• j j i 5 IFRP<:3113THENPPIMT 1 CRAS 

1446 IFRP«>8119THENP- INT1 iM^OU CLEAREE 
4A ; "PLANETS" GOTO4808 
1 - 5 8 RETURN 
1688 POKERP,Rl POKERP+22 R3 
1618 POKfRP, 32 POKERP+22 "-2 
1 5 2 1 P0KE36S7? 288 
1323 F = F - 1 5 
1525 RP=RP-22 
- 5 3 8 POKERP j R l POKERP+22 " " 
l z 4 8 P0KE36877 8 RE* )Pr, 
2360 PR I N T " U ® vU RAN " «>f r U E » .. 
r ' f i f PR INT " M M VOL CLEARED",Zf t "PLANETS" 
2838 30T04858 

P 
18 



! ::::: 

EUUl S£:i 

"-5S28 POKE36877 288 FORA=1TO50 NEXT POKER 
32 POKERP +22 32 RR=RP-22 POKERP.Ri 5333 POKERP+22.R3 NEXT »0KE36876,8 P0KE3 r377,0 3L=SL+5 GOTO10 4580 P0KE36867,170 4010 P0KE36878,15 4320 F0RJ=15TO13TEP-.5 4030 P0KE36878,J HEX* 4348 POKE38877,0 POKE36873,0 435* pp INT'-MommWr-NO'THEP GO'5" 4360 1FPEEK(197)=11THENRUN 

-536 IFPEEK <197)=28THENP0KE36879 153 PR I NT"US" ;P0KE36869,248 P0KE193,8 ENI> 4030 GOTO 4060 "306 POKERP,Ri:POKERP+22,R2 "302 POKERP+C.2 POKERF+22+C,2 7367 PRINT"H®fOU HIT A STAR ,LOSE A RO CKET" 
"018 F0RG-1T02B88 NEXT ^015 PRINT"H» 
7328 L V = L V - 1 • I F L V < 1 T H E N 8 0 0 0 
" 8 3 0 RETURN 
3809 PR I N T ' U f i ' O U LOST ALL. YOUR MEN 
3820 RP»889*7 -G0T01246 



:::::::::::::::::::::: 
i : 1 i 

Dragon o w n e r s might feel a little left out compared 
wi th Spectrum a n d 64 owners , especially w h e n y o u 
consider the mounta ins of software available for both 
machines. 

Ian Col l lnson has come to the rescue wi th a great 
version of a hel icopter game wh ich rocketed to the top 
of the A m e r i c a n software charts last year. 

A n aerop lane carry ing troops to the battle front has 
exploded in mid-air near your chopper. T h e troops 
didn't have e n o u g h time to grab their parachutes and 
are free-fall ing to the g r o u n d — and certain death. 

Using y o u r turbo-charged helicopter, 
y o u must pluck the fal l ing men from 
the air. T h e helicopter, however , is 
very heavy o n fuel a n d y o u wi l l have 
to return to the refuel l ing pad several 
times dur ing y o u r mission. Each 
progressive level Increases in difficulty 
as the aerop lane explodes at lower 
altitudes. 

The hel icopter Is control led using a 
Joystick. 
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Tirn i r 

mm m m 

i s 
n n 

Z 3 « 
2 * 0 s c - 0 1 

G O T O 

V 6 2 ® 

u l * 3 ' 
PCUS s o 1 

.1® 

V* 

0 

, 0 0 3 ' 
o i f z ^ 

U 2 * 1 

0 2 H 2 ' ; 

FIR* 
3 0 ® 

3 * ® 

0 > " 

330 
360 
370 
380 
390 
4 0 0 

LINEC0, 160 >-( 32, 160>,PSET 
LI NEC 3 9 , 1 6 0 >-< 3 7 , 1 6 0 ; , P S E T 
L I N E C 6 4 , 1 6 0 )-( 2 0 7 , 1 6 0 > , P S E T 
LINEC 214, 160 )-C 256, 1 60 >, P S E T 
DRflW"BM94,160,G10R53H10" 
F O R S«1 TO 100' PSETC RND< 236 ) / RNtX 

90>+22)>NEXTS 
410 DRRW"BP!10, 1 0 j U 4 R 2 L 2 U 3 R 3 J B R 2 , D 7 R 4 
U 7 ) B R 2 ; R 3 L 3 0 3 R 2 L 2 L 4 R 3 J D R 2 J R 3 L 3 U 7 " 
4 2 0 D R A W " B M 2 1 3 . 1 6 J D 4 R 2 B U 4 B R 2 D 4 U 4 B R 2 D 2 
F 2 E 2 U 2 B R 2 R 2 L 2 D 2 R 1 L 1 D 2 R 2 8 U 4 6 R 3 R 2 L 2 C 1 F 1 
R2F1G1 L2" 
4 3 0 F U - 1 9 0 
4 4 6 P O L 
430 DI-3 
4 6 0 L I N E < 3 0 , 4 ?-( 1B9, 9 P, P S E T • BF 
47© DRRW'BMBS,12^F2H2G2E2D4" 
4 8 0 G O T O 3 7 0 
4*0 IF LI-1 THEN330 
3 0 0 X I - 2 0 0 
3 1 0 O N P C C O S U B 2 1 0 0 - 2 1 2 0 , 2 1 4 0 
320 IF LI-2 THEN530 
3 3 « X I - 2 2 7 
3 4 0 O N P C G O S U B 2 1 0 0 - 2 1 2 0 , 2 1 4 0 
3 3 0 P C * P C + 1 : F P C - 4 T H E N P C * I 
3 6 0 R E T U R N 
570 IF MF-1THEN600 E L S E 380 
5 9 0 IF RNTX NF K 2 T H E N M F - 1 
390 RIX»RND( 220 >+12' HY-3'3 
600 IF DI«1 THEN PUT(X-3,Y-2WX+2B,Y 
+ 14 >, C R , P S E T 
6 1 0 IF DI-2 T H E N R U T < X , Y - 2 X + 2 3 , Y + 1 
4 )> CL, P ? E 7 
620 IF DI-3 THEN PUT<X,Y-2)-<X+23,Y+l 
4;, CM, PSET 
630 IFY>123THENLINE<90, 
> PSET 
6 4 0 IF F L F O L T H E N 7 1 0 

O N P M G O S U B 1 4 1 0 , 1 4 3 0 , 1 4 3 0 . 
N Y - M Y + M S 
IF M Y > 1 4 7 T H E N M F - 0 » G O T O 1 4 7 0 
Pf i—Pf l+1 « I F P M - 5 T H E N P M - 1 

630 
660 
670 
680 

160>-<130,160 > 

1 4 3 0 



§ j j p & f & i 

6 9 0 IFX >MX - 20RNDX< MX+6RNDY< MY*13RNDY > 
M Y - 1 0 T H E N M F - 0 U I NE<, MX - MY >-(. M X + 3 , MY +1 1 
j f p^ ' ^g 
E7 , B F I S O S O 1 0 1 P L A Y " T 2 3 3 0 4 V 3 1 G F G D E D " ' 
F U * F U + 1 0 • M C - M L + 1 
7 0 0 I F M O - 3 THEN L V - L V + 1 • M S - M S + 1 -
GOTO 2 2 * 0 
7 1 0 PSETC RNDC 2 5 6 ) * RNCK 7 0 ) + 2 2 ) 
7 2 0 GOSUB 9 2 0 
? 3 0 P - P E E K C 6 3 2 8 0 > ' I F P « 1 2 6 0 R P « 2 3 4 T H E N 
S P " 8 1 L1NEC X - 3 , V—2 >-< X - 2 3 , Y + I 3 
P R E S E T / B F ' F U -
F U - 1 E L S E S P - 3 
7 4 0 J - J O Y S T K C 0 > » J 1 - J O Y S 7 K C 1 > 
7 3 0 I F J > 6 0 T H E N X « X * S P ' D I « 1 
7 6 0 I F J < 3 T H E N X « X - S P ' D I - 2 
7 7 0 I F J > 3 R N D J < 6 0 T H E N D I m 3 
7 0 0 I F J 1 > 6 0 T H E N Y « Y + S P 
7 9 0 I F J K 3 T H E N Y - Y - S P 
8 0 0 1 F Y < 1 2 5 T H E N 8 7 0 
8 1 0 I F X < 9 3 R N D J 1 > 6 0 T H E N Y - Y - S P 
8 2 0 I F X < 9 3 R N D J O T H E N X « X + 3 P 
8 3 0 I F X > 103RN[>J 1 / 6 0 T H E N Y « Y - S P 
8 4 0 1 F X > 1 0 3 R N D J > 6 0 T H E L N X - X - S P 
8 3 0 L I N E C 9 0 / 1 6 0 > -< 1 3 0 , 1 6 0 P S E T 
8 6 0 C R R W " B M 9 4 , 1 6 0 > G 1 0 R 3 3 H 1 0 " 
8 7 0 I F Y < 2 3 T H E N Y - 2 3 
8 8 0 I F X O T H E N X - 3 
8 9 0 I F X > 2 2 7 T H E N X * 2 2 7 
9 0 0 I F Y > 1 3 5 T H E N Y * 1 3 3 1 F U - F U + 8 - S O U N D F U 
, 1 
9 1 0 GOTO 9 9 0 
9 2 0 I F F U > 1 9 0 T H E N F U " 1 9 0 
9 3 0 F U - F U - . 7 3 
9 4 0 L 1 NEC FU> 3 2 0 0 / 1 0 P R E S E T , BF • 
L I N E C F U - 1 4 > - < 3 0 / 9 > , P S E T / B F 
9 3 0 I F F U < 3 1 T H E N 1 2 7 0 

' i i 

S S S j ... 

^ ' • a ^ S B s - - -
OC/SS >..,(-



<< 

1140 

i p e l s 

1190 0IMM2C6,13> 
1 2 0 0 GETC 9 9 , 9 5 ?-C 1 0 5 , 1 0 8 ) . M 2 . G 
1 2 1 8 PCLS > D R R U " B M 1 0 0 , 1 W ; R 2D 2 l 2 I J2D« : a 
1 D2F ,.0 101L401U1 R20 J F1R1 u 1HJ 0 * " 
1220 D1MM4C 5 , 1 3 ) 
1230 GETC 99,95 >-< 104, 108), M4,G 
1240 PCLS DRRU"BM180, 180 i D4K2E iU«'h J l JR<ii?R5 Rlf- H-TtiJiA. lf» j .D4U4F 
4U4BR SL 
3D4R3U2L1BU2BR4 - R3LJ0£R2L202R38U4BR3j 
D4U4R3l>2l 3R1F S." 1250 D i M OFk .05 . 3 > uL 7 
99/ 99 -> 
-<137,10?).OR, G 
1260 RETURN 
1270 PUTC X-3,Y-2 )-C X+20 ,Y* i 4 >,CK>PSfcT 
1280 SOUND200-Y,1 
1290 Y-Y+2 
1300 PUTC X, Y -2 X+23, Y+14 >. CM, F'iET 
1318 SOUNO200-Y.1 
1320 PUTC X,Y-2 >-CX +23,Y+14),Cl.PSET 
1330 SOUND200-Y.1 
,340 Y»Y+2 
•350 IFY<150THEN1270 
1360 PUTC X, Y >-( X+20 . Y+ 11 >, '.M • PSe T 
|T(fM» 3) rc 10S ! EP-? f i hv V I i t ' 
• e,5;0.3l>F 
HO " » NEXTT • FORT- i TO500 NF.XT f 
1370 PLRY"01 v31T4L2GPl0<?iGPflt3L 4 -P !W 
GL48-hfl(,.OF +G 

U«*<J c I - L l - 1 
1 3 9 0 I F L I » © THEN GOTO 1490 
1 4 8 0 GOT0250 
1410 PUTC MX .MY )-< + 1 n P'j.fc ! 
1 4 2 0 RETURN 
1 4 3 0 P U T C M X , M Y ) - C M X * 5 , M T + 1 3 ) , M 1 , P S E T 
1 4 4 0 RETURN 
1 4 5 0 PUTC MX, MY ) - C M X + 6 , M Y + 1 3 ) , M 2 , P S E T 
1 4 6 0 RETURN 
i 4 7 0 PUTC MX, MY > - C M X + 8 , M Y + 1 5 )> M, PSET 
1 4 8 8 F 0 R T - 3 1 T 0 1 8 S T E P - 2 » P L R Y " V " + S T R»C 
^ " J T 2 5 3 i U3 ; D E P O » NEXTT < GOTO 1 3 7 0 
1 4 9 0 FOR T * 1 T O 1 0 0 0 ' N E X T T 
1 5 0 0 C L S ' R » « " G f l M E OVER' 



tut 

I 5 s J J I 

1510 FOR T-l TO 9'PRINT<S105«-T,niD«<A 
1 h ! "SOUND 130-c. T*10 > > 1 FOR DL-1 

TO 200'NE 
XT DLi T 
1520 PRINT(2200i "YOU SCORED"jSCJ 
1530 IF SOHS THEN HS-SC GOTO 154(3 
ELSE GOTO 1560 

"WELL DONE,YOU'VE 
HIGH SCORE! 

TODAY'S HIGH SCORE 

1540 PRINT(S320, 
B E A T E N T O D A Y S, 
1550 GOTO 1570 
i560 PRINT5320, 
IS"JHS 
1570 PRIHTIS3&5. "DO YOU WANT ANOTHER 
G07 CY/NV 
1590 I»«INKEY»' IFI»*"Y"THENGOTO240EL 
SEIRI«-"N"THENGOTO 1600 
1590 GOTO 1560 
16m CL35'PR I NT"9YE..THANKS FOR 
PLAYING! " POKEoT^I-e-tNC/ 
1610 FORT*1 TO 2000 NEXTT'GOTO 220 
)620 PMODE 4,1'PCLS 
1630 DRAW"BM55,201L15E15R15 >BR6,G15E 
7R15G7E15," 
1640 DRAW"iBR6; R15G15L15E15R13> BR6J 
G15E8R15E7L15R15-" 
1650 DRAW"BR61G15E8R15E7L15R1518R6\ 
G15RI5L15E.8R8L8e7Rl5 i ' 
t660 DRAW"BR6JG13E15R13G?L15R7D8' 
1670 DRAW"Bf155> 30; G15R15L15E15R15 J 
BR6 ̂  R15G15L15E15R15• 
• 680 FOR W TO 2 
1620 DRAW"BR6jG15E15R7G7E7R7G13E15t" 
1700 NEXTT 
1710 DRAW"BR6 J G15E13R15G7L15R15G6E1 
5 i BR6G15E15D15E15' 

' 4 ̂ ^ ^ ^ i i J T B T ^ : 

FOR T . ? i « T „ 
< ' 3 0 Pur, r 7 0 2 0 S T E P - , 

11780 PUTCTW 

IBW0 LlNEf TKJ 

ISlBS^r^ 'PSET 

t>F 

63>,Pre s e t . b f 

® 3 > , r i i . p s e j 
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m i " I < < , l ! < ! ! ! ! ! ! ! " ! ! 

j > il lUj 

1870 P L R Y " T 4 0 3 V 3 1 L 4 L 1 " » P 0 R T - l T Q 2 ' 
P L f l Y " L 4 B - f l B - F l B - f i L 2 G L 4 f l G f l G F i G L 4 . F L 0 f l L 

* 6 L 4 F E F E F G L 2 R L 1 R L 2 R L 4 C D C D C D L 2 C L 4 C D C 
D O > L 2 C L 4 C f l C D F G F D C L l D L 2 . L 4 C ' 1 ' N E X T T 

i R L R Y " L 1 D L 2 . , 
L 4 L R C 0 F L 2 0 0 D L 2 . D " 
18*0 FOR T - l TO 2000 ' N E X T T'RETURN 
A « 9 0 P R I N T ' P R I N T " INSTRUCTIONS 

y / N ) " 
I 9 8 0 I * - 1 N K E Y « 

I F I • - " Y " T H E N 1 9 4 0 
i F I « » " N M T H E N R E T U R N 

G O T O 1 9 0 0 
C c S 0 ; G » - C H R » < 1 2 8 > 
F 0 R T - C T 0 3 1 1 P O K E 1 0 2 4 + T , 1 4 3 ' P O K E . 

3 0 4 + T . 1 4 3 ' N E X T ! 
l 9 6 0 F O R T-0TO400STEP32' P O K E 1024+T, 1 
43 , 1 4 3 ' N E X T 
t970 PRINT" C H O P P E R COMMHNi-'" 

1 9 3 8 P R I N T t t l 8 + 6 4 * " I n s t r u c t i o n s 'J 
1990 PR IN r<53+128, "the" J<h»= "obJSCt-
QS; "NF' ,Q»J "TH«' .OTI"IS ' ' 
2000 PR I NT*24+160. "to" 13*; "catch"; 
i"the' "f iv«' "cr«w" 
2810 PR INTS3+192 " of " i 0* " 
f A l I i n 9 " " P U n f ' 0 * » " > ; <•>* ' " v ° , j r " 
2fc20 PR I NTS 11 +224, " he 1 i cof> t«r ", 

P R I N T < ? 2 + 2 8 8 , " r i * h r ; U * J ' 
JO**TICK"J&*> MOV«S''JQ«J " c h o P P c r " 

2 0 4 0 PR I N T I 2 2 + 3 2 0 , " b u t t o n " , . 
« c t l v « t * f t " j Q t ; " t u r b o " ' b o o s t " ; 
2030 PRINT86+332, "If nH" ;09 "0tl«;.J»j 
2 0 6 0 P R I N T i t < e + 4 i 6 > t u f j " k * * " i Q t , 
" t o " i Q » j ' fit 
20.-0 PRINT(i480, " ny IHH COLLINS ON'' j 
20*0 IFlNKEYt=""'HEN/080 
-'090 RETURN 
2100 PUT< XI, 1 )-<• Xl+23,14 C R , PSET 2110 RETURn 
<120 PUTCX] , 1 14 >,CL, PSEi 
2130 RETURN 
>•140 PUKXl,! )»( XI +23, 14 CM, PSE 
2150 RETURN 
) V , pk / N r "SCORE* " j 3c • * L * VEi-' .. 
7PI PRINT > PRINT ' P R I N T IPPINT-H'GH 

S C JRE- " t H£ 
2 1 m PR IM f Mi , - Lt vfc"l.-« • L'» 
2190 PRINTQ?324, "PRESS ENTE R rn 
C O N i I N U E ' 
2200 INPU*T2X« 
-'210 IF MS»6THENMS«1 Nr*NF-l S O if 
2220 IF NF<*2THEN MF*:8 MS-1 SC*Sl -•> 
I 0 0 0 
•;23G GUTu 260 
-'•'40 BONI i v-1 >*j ee > se-sc +BUNUS 
2250 CLS'PRINTiiJ28, 'NELL [/.M.t'Cn 
HRVjr F l i , b -i^f Lfc VEi • I V - 1 
'•'2*0 PRINHB234, ' BONUS-' . yuNUS 22 7® T UNEf* " 021 4<.,G < L2G0L 4BBL 2BGL 4C 
3L2DL-I 4C02B ' IH. 4 f lb f j . i t .2C ' ; r i # i L4Bf t - .2BC 
4GbL2ftDl 4 
K#HL1GJ" 
2230 Z2»«TijNt«+TUtiLa >• ',vt 
2290 C.0IU 2160 
230^ 'CHOPf'ER C0MMRNL> 
.-•310 fH < JHN COLLINSOU 
2320 'RLL REMS LHN BE LEFT JUT 



i k - u n a i 
S U B 9 0 0 0 

n 

1 P O K E 2 3 6 5 8 , 8 : G O 
R E M e s e i m j b a a a a a s e 

^ n m r S f l 1 0 0 DP.RU 0 , 7 0 

4 [)PH:.I ( 5 , - 3 5 , - 6 ' = 
5 D R A U - 2 0 , 0 ' P L O 
6 D R A W 0 . - 3 5 , » - 2 - 5 

4 0 , 1 3 5 , 
D R A U - 2 0 , a 

5 gESr 8 5 : i o 6 r : g P P u 
3 DRAW 20.0 0,-35, 
g -ppy -20,0 

1 0 P L O T 5 1 , 1 3 5 
1 1 P L O T 1 1 0 , 1 0 0 

Dppg 17,-3* 

P L O T 1 5 5 , 1? 
D R A U 0 7 0 
D R A W - 3 5 , 0 - -

- « n Q i i p _ 3 4 - D R A U 3 4 , 0 . P 1 
4. D R A W V L Z ^ x n . , * D R A W 0 J 7 0 

- 4 0 
i l i l i : ! ® ! ; SSSS -3 
1 Q D R A W 3 5 , - 3 5 
2 0 P L O T £ 1 0 , 1 7 0 : D R A W 

nf'^4 1 1 ^ 1 3 0 D R A W 

F G G 1 ^ " T O 2 5 5 P L O T F , 1 7 5 

N ! F F O R F = 1 7 5 T O ™ S T E P - 1 P L 
OT 25b,r: NEXT 

•33 F O P F = 2 5 5 

T R 3 4 7 ? O P N P X = 7 0 T O 1 7 5 
N E 4 0 5 0 S U B 9 3 0 0 . 

5 0 P A P E R 0 C L S 
6 0 P.EM 

PL 
pl_OT 0,F 

70 P R I N T A T 0 , ® 
I N 5 T R U 

RARER i; 
N 5 
IN THIS GRME 3 0 P P I N

H T O V 1 T 6 B R E R H T H R O U G 
Y O U H f l U E T R . O T R O U G H T H A T 

T H E U « L L « N D G O B E F O R E 
H O L E T O S A F E T Y . 
•^BU C R N . 5 H 0 0 T U H T ? 
T H E W A L Y O U H H U E 
F T S ^ T I O N C O R R E C T L - - " _ - .-,1 ,CR = T TFLN 

I ^ J " C R N S H O O T A B K I U N V W ^ Q U E 5 T X 0 N 
<J? L L B U T I ^ V O U G E T O E RQI.J 0 

- 1 R 0 N G Y O U G E T R O T T O H O F C 5 D E D T O - - 1 

I 
V 

B R I C K O U T 0 
T 0 A N S W E R G P 

I F Y O U HLNSW 

E P ^ T H R T G U E 5 T I 0 N C O R ^ f t E ' S R 
C A N S H O O T 9 r t B R I u K 

F R B R I C K S ' R D D E D | 
T H E W A L L . " - .. B E F O R E T Y P 
0 0 P R I N T A T 1 4 . O - - T H F C 0 M I N G I N A N S U E R M G ^ E 

P U T E P I S I™. CR,TI 
5 5 S P E L L I N G S U I L -
5 M I N T - P R E S S 

U 1 0 0 ' P R I N T g T £ 0 , 0 . 
A S E P P E S O A N Y K P 
1 1 0 P A U S E 0 
1 6 0 R E M ^BSSSS^* 

1 7 0 C L 5 / O R P I ® " M A B A ^ A B 

S U R E T H T U 
L O C K . H N y n i 
B E C O U N T E D A 

P ' T O F I R E B U 

P A P E R 1 ; " P L 

Mark Chllds' game. Brickie, tests your 
skill at answer ing general knowledge 
questions a n d spell ing as wel l as your 
shoot ing ability. 

The game begins by bui lding a 
gigantic wa l l w h i c h y o u must shoot 
your w a y through. But before y o u get 
your first shot, y o u must answer one of 
over 200 questions rang ing f rom 
gardening t h r o u g h to spell ing a n d 
astrology. 

Each time y o u answer a question 
correctly a n d w i t h perfect spelling, if 
the computer accepts the answer, y o u 
are given one blast at the wal l of 
bricks. 

O n e hint — don't spray the bullets all 
over the screen. Concentrate o n 
making o n e small pathway th rough the 
wall . 

Full Instructions are included In the 
listing. 

1 8 5 F O R F E L L T O £ 0 
0, I N K 5J B R I G H T 0 

1 3 0 PPTRJT A T IQ 0 

1 9 5 R E M 

2 1 5 L E T N = N + 1 
~ ~ INP< 

P E M 
2 2 0 I N P U T C $ 12 
2 2 5 

E S T N C . P 5 ! < R N D * 1 4 0 ) + 1 0 0 ! E 2 T 0 R E Z : R E A D A $ B $ 
2 0 5 B R I G H T 0 2 1 0 P R I N T A T 2 0 . E?. T N K 7; 

2 3 0 P R I N T R T 2 0 , 0 ; 

I A T 2 1 , 0 ; 

U S J ^ C $ = B $ ™ E N G C T O 5 0 0 = 4-5 R E M 

P T F J 0 i I N K = S B . A B A B A B A B A B A B A -
I M ? I N K 2 ? " R B A B A B R B 
_ - — —. E- - BLIB A B A B A B A B A 
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B A B A B A B 

2 5 0 P R I N T A T 2 0 , 0 ; " U R O N G ' ' T H F « 
WORD U A S P A P E R 1 ; B * E 

5 0 0 : N E X T F 
I F B = 0 T H E N P R I N T A T A 0 T C " B A B A B A B A B A B A B A B A B A B A B A B A B A 

N E X T 

2 
N K * 
B A B A B A 
M U 7 ? I F 8 = 1 T H E N P R I N T A T A 0 ' 

i i S GO ?O=03lSEN G 0 T 0 3 0 0 

3 0 0 L E T 6 = 1 
3 1 0 L E T A =A + 1 
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1 

I F „ . i e t h e n SO T O 

111 t % t
t 8 4 ? ! L S T . 

IF A = 13 111 Cll T4l! TLH!N GO TO « « 
lie co TO aoo 50)3 REM 

N E X _ _ _ , PRINT AT F 
530 FOP „ 

INK ... n E X T F _ pp.INT 
, , - T offl • NEXT F 

AT 
l i s R £ » i 

J l i e ' f o ' S i - . 

5 ^ 2 F 0 P T O * 5 « p 7 n E X T -

§5C2PRINT AT 20.15, 

i " * 
P S I N K . 6 ; " C " 

1 1 1 P R I N T H T 2 0 , F - 1 . £ N 5 0 T 0 6 1 580 IF INKEY5-
05S5 BEEP NEXT F " 5*5 PRINT 6CiS GO TO 5*0 505 PEM. 

t i l P R I N T = A T " 

Is *« oo T 

TO 660 537 GO 

' INK 5 V y 
PR I 

f l i £ S I n I = I T T O ' M O 
g ? S G O T O 1 0 0 
1000 PEM 

• = - 1 1 T ft S T E A D Y L I G 
___ _ M r T U F OUT H 

^••SSr'-Sfe^Bs"1-

100S DflTlSU,»,-RUBBISH FflMIi-I 

-ftp.ED FOR - -r 

* 

C H H t v - A F R T OR t 

-LONG UOODEN otHi 
R B L E . • • v B £ 

1007 DATA "NOT ABLE TO HEAR,... t DE)","DEAF" 1O0B DATA "TO FIND OUT £DI)" . "DISCOVER" 1009 DATA "A GROUP OF SINGERS... ....... (CH)","CHOIR" 1010 DATA "TUO-UHEELED UEHICLE. (BI)"."BICYCLE" 1011 DATA 'TO DO WITH TEETH } (DEj ","DENTAL" 1012 DRTR "PIG'S MEAT IN THIN SLj ICES...(BAj","BACON" 1013 DATA "HUGE OP UERV LARGE...t (EN)", "ENORMOUS" 1014 DATA "COMING AT THE END....' (FI) " • "'FINAL' 1015 DATA "UERY DEEP SORROU (GR'"<"GRIEF" 1016'DATA "HEAUENLY BODY MOUING ; ROUND SUN....(PL)","PLANET" 1017 DATA "TO KEEP AWAY FROM SOM ETHING.(AU)","AUO ID" 1013 DATA "BABY OR YOUNG CHILD.. tIN)","INFANT" 1019 DATA "LIFELIKE. ! (RE)","REALISTIC" 1020 DATA "HEAUINESS (UE) ","WEIGHT" 1021 DATA "TEN HUNDRED. ......... I . (TH) " , "THOUSAND" 1022 DATA "A HORRIBLY UGLY CREAT URE.... (MO) ","MONSTER" 1023 DATA "KNIUES FORKS AND SPOO N3 (CU) " , "CUTLERY" 1024 DATA "FEELING IN NEED OF FO OD.....(HU)","HUNGRY" 1025 DATA "IN THE CENTRE (CE) " , "CENTRAL" 1026 DATA "A DOCTOR UHO PERFORMS OPERATIONS .... (SU)" . "SURGEON" 1027 DATA "A POISONOUS FUNGUS... (TO)","TOADSTOOL" 1023 DATA "A PLANT GROUN FOR FOO (UE) " , "VEGETABLE" 1029 DATA "SET OF PIPES UHICH GI UE OUT HEAT...(RA)","RADIATOR" 
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i030 DATA "A 
1 0 3 1 " D A T A A'PERSON WHO HPS NO C 

i K ' i i ; : : : 
i i i * K I N O OP A 

S S ^ M ^ 0 ' - * OP * C X P 

FLESHY L E A U E S . . • • < C H J / L-HU i 

1038 DATA "AN OUTDOOR COOKED MEA I (BA'","BARBECUE"  
1039'DAT*"FROM ANOTHER COUNTRY. 

....7(FO)","FOREIGN" 1 0 4 0 D A T A '•A'GRAUEYARD. 
i r F i " " C F M E T E P V 

» i i * D O T A " A ^ I A N O I N O C L O T H . W I T H 
UOUEN DESIGN...(TRJ ; 'HHCD 
1042 DATA "A DRUG THAT EASES HEA DACHE 5 . (AS) " ' : ? 5 P I R ^ I , t h e r 5 1043 DATA["A ^ g ^ E A T H E R S . . . • ! 
1044'DATA WHERE THE SEA AND SKY 

S f F c ^ ^ H O ^ J l ^ O P E 

ID FOR ITEHS <AU) , AUC1 
1047 DATA "TO HONOUR AND ADORE.. 
i e i s - o ^ r i W r a ^ o P X C A L 5 0 N 

S U S ^ A ^ ' i l & S ^ A P T H E N U A R E J 
i iE " (P I ) " "PITCHER 
1050"DATA TO SURPRISE OR AMAZE. 

IflSi" "ASTONISH 
i i s i - D ^ T O . § 0 W I E T H E N I O H T . 

l S I 3 D P T R ^ i s E R R B L E ' O R U N H A P P Y . 

i o J i i ' D P T ^ ' T O " w f u l S OR R E P L Y . . . 
" Spi" "PESROND" 

1 0 5 5 • O R T f l fi'TYPE O F C H R L K Y ROCK 
ill) ''"LIMESTONE _ _ 

10Pv6 * DATA AN EXTREMELY CLEUER P 
EPSON. . (GE> "^GENIUS" 
1057 DATA "NOT PRESENT. 

L O O K U P 

1061 DATA "THE OUTSIDE OF A BUIL 
DING...(EX)","EXTERIOR* 

r. •* 

1062 DATA "COLOURED PAPER THROWN 
AT WEDDINGS .... (CO) "CO 

NFETTI" 
1063 DATA "TO BECOME GRADUALLY U 
ORSE. . . <DE) " . "DETERIORATE" 
1064 DATA "FULLY GROWN 

(MA) ","MATURE" 
1065 DATA "A PERSON WHO LOUES HI 
5 COUNTRY. ..... (PR) " ,"PATRIOT" 
1066 DATA "TO DECEIVE OR PUZZLE 
SOMEONE (BA) " , "BAFFLE" 
1067 DATA "A NEWSPAPER REPORTER. 

(JO) ","JOURNALIST" 
DATA "TO STRENGTHEN. ....... 
.,.(RE)","REINFORCE" 
DATA "EUERYONE AGREEING.... 
...(UN)","UNANIMOUS" 
DATA "TO MEET 
... (EN) " ,"ENCOUNTER" 
DATA "LOUD ENOUGH TO BE HEA 
... (AU) ",-AUDIBLE-
DATA "A SELF-SERUICE RESTAU 
. . . (CA) " . "CAFETERIA" 

1073 DATA "TO DO WITH SOLDIERS 0 
R WARFARE. ....... (MI) ","MILITARY 

• 0 • • 1071 RD . . 
1072 RANT 
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1074 DATA "A MIXTURE OF AIR AND 
LIQUID.(UA)","UAPOUR" 
1075 DATA "A GREAT CRIME OR OFFE 
NCE....(OU)","OUTRAGE" 
1076 DATA "A SET RULE OR METHOD. 

(FO) ", "FORMULA" 
1077 DATA "TO FIND OUT BY REASON 
ING....(DE)","DEDUCE" 
1073 DATA "KILLING OF ANIMALS OP 
PEOPLE (SL I "SLAUGHTER" 

1079 DATA "VERY POLITE.......... 
....... (GE) ","GENTEEL" 
1060 DATA "THE HOTEST PART OF TH 
E EARTH (CO) " , "CORE" 
1031 DATA "PURE SPIRIT ......... . 

(AL) ","ALCOHOL" 
1082 DATA "WHITE METAL.,.,...... 

(AL) ","ALUMINIUM" 
1083 DATA "A ROOM UNDER THE ROOF 
....... (AT) " , "ATTIC" 
1034 DATA "OUT OF A HUNDRED..... 
....... (PE) ","PERCENT" 
1085 DATA "AN UNMARRIED MAN..... 
. (BA) " , "BACHELOR" 
1086 DATA "THE NINENEETH PLANET. 
....... (PL) ","PLUTO" 
1037 DATA "A SYSTEM OF PRINTING 
USED BY THEBLIND (BR","BRAIL 
LE" 
1083 DATA "A SHALL STREAM 

(BR) ","BROOK" 
1039 DATA "A SOURCE OF INFORMATI 
ON (BO) " , "BOOK" 
1090 DATA "A TYPE OF INSECT 

(BE) ","BEETLE" 
1091 DATA "A DAIRY PRODUCE. 
....... (BU) ","BUTTER" 
1092 DATA "A HOUSE ON WHEELS.... 

(CA) "F"CARAUAN" 
1093 DATA "TYPE OF FRENCH MONEY. 

(FR)","FRANC" 
1094 DATA "AN UNDERGROUND STORER 
OOM....(CE)"J"CELLAR" 
1095 DATA "A PRIUATE CHURCH 

(CH)","CHAPEL" 

£ 
I % 

r , 

IK 

J 
1 



d s n 
HI!-::::;: 

• 11*4 

mi 

y 

> 

| 

i < 

em 

109b DATA "A UAST COUNTRY IN E.A 
SIR .... CCH) ","CHINA" 
1097 DATA "A PLACE UHERE MOUING 
"CINEMA" flRE 5 C R E E N E D • • • t C I ) " , 
1098 DATA "DISTANCE AROUND AN OB JECT...(CI)">"CIRCUMFERENCE" 

F f l C E 

1100 DATA "A SHARP THROWING OBJE 
CT (JA) " , " JAUELIN" 
1101 DATA "TO REMOVE WATER 

(DE) " ."DEHYDRATE" 
1102 DATA "TO DESTROY... 

(DE) ">"DEMOLISH" 
1103 DATA "TO GO DOWN 

(DE) ","DESCEND" 
1104- DATA "A LARGE WASTE AREA... 

(DE) ","DESERT" 
1105 DATA "TO INVENT 

(DE)","DEVISE" 
1106 DATA "A LABBELED PICTURE... 
....... (DI) ","DIAGRAM" 
1107 DATA "A UERY HARD SUBSTANCE 

(DI) " , "DIAMOND" 
1103 DATA "A DAILY RECORD OF EVE 
NTS....(DI)","DIARY" 
1109 DATA "LACKING IN HONESTY.. 

(DI)","DISHONEST" 
1110 DATA "A CLEAR LIQUID...... 

. (WA) " , "WATER" 
1111 DATA "CONSISTING OF TWO... 

(DU) ","DUAL" 
1112 DATA "REPETITION OF SOUND. 

. (EC) " , "ECHO" 
1113 DATA "TO MAKE LARGER...... 
. (EN)","ENLARGE" 
1114- DATA "TO TAKE OUT 

(EX)"."EXTRACT" 
1115 DATA "A STORY UIHICH ISN'T T 
RUE .... (FI) ","FICTION" 
1116 DATA "A THIN LEAF OF METAL 

. (FO) ","FOIL" 
1117 DATA "FRENCH FOR WAITER... 

(GA) " , "GARCON" 
1118 DATA "PIECE OF LAND AROUND 
A HOUSE (GA) " , "GARDEN" 
1119 DATA "A EUROPEAN LANGUAGE. 

(GE) ","GERMAN" 
1120 DATA "STUDY OF THE WORLD.. 
....... (GE) ","GEOGRAPHY" 
1121 DATA "WEB-FOOTED BIRD..... 

(GO) " , "GOOSE" 
1122 DATA "THE SURFACE OF THE EA 
RTH....(CO)","CORE" 
1123 DATA "BRITISH GAME-BIRD*.. 

(GR)","GROUSE" 
1124- DATA "THE SOUND OF A PIG.. 

(GR)","GRUNT" 
1125 DATA "ONE OF THE CHANNEL IS 
LANDS..(GU)","GUERNSEY" 
1126 DATA "A TYPE OF FISH...... 

(HA)","HADDOCK" 
1127 DATA "A SHED FOP AIRCRAFT. 

(HA) " , "HANGER" 
1128 DATA "A MOUEABLE JOINT.... 

(HI)","HINGE" 
1129 DATA "THE STUDY OF PAST EUE 
NTS....(HI)","HISTORY" 
1130 DATA "FLUID COLLECTED FROM 
FLOWERS BY BEES (HO) " ,"HONEY 

• • • " • •a 

i m - - -

2H 
::: 

1131 DATA "A KIND OF INN 
1 3 * ' " MOTEL " 

illl-lSh 

O F fl SHEEP. 

- F g B R J C F L 0 0 R c o 

K, 8000 REM 

f i l l » :: 

i t i i r J : - -
8050 NEXT G 

Iflf go RTO =9£0§ ^ X T F 9000 REH 

9005 RANDOMIZE 
S K S n T BRIGHT 1; B 
aSfS f°£ E~23609,30 
9LI? feS C.0.- LET 
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904-0 RESTORE 9030 9050 FOP 1=0 TO 31 9060 READ X: POKE U3R 9070 NEXT I 9030 DATA 0,254,£54,£54,254,£54, 254,0,0, 127, 127, 157, 127 , 127 , 127, 0,24-, 24, 24, 24-, 60, 126,255 .255,24, 24, 24, 24, 24, 24., 24, 60 9090 RETURN 9100 REM 

9105 GO TO 9160 9110 RESTORE 9150 9120 FOP X = 1 TO 23 9130 READ Z: READ Y 9140 BEEP Z,Y: NEXT X 9150 DATA 0.3,2,0,6,2,0.2,2,0.8, 2,0.6,5,0.2,5,0.4,4,0.4,2,0.4,2, 0.4,1,1.6,2,0.3,2,0,6,5,0.2,4,0. 3,2,0.4,1,0.4,2,0.4,2,0.2,4,0.2, 5,0.6,4,0.2,2,1.6,2 9155 RUN 9160 PRINT AT 19.0; PAPER 1;"I A H UERY SORRY BUT YOU SEEM TO BE BRICKED UP 9170 GO SUB 9110 9200 REM 

9205 GO TO 9260 9210 RESTORE 9250 9220 FOR X=1 TO 22 9230 READ Z: READ Y 9240 BEEP Z,Y: NEXT X 9250 DATA 0.2,0,0.2,2,0.2,4,0.4, 5,0.6,0,0.2,5,0.2,4,0.2,5,0.4,7, 0.6,2,0.2,4,0.2,5,0.2,7,0.2,9,0. 2,7,0., , t , 0 . 2 , 5 , 0 . 2 , 5 , 0 . 2 , 4 , 0 . 2 

* • • 1 - 3 ; " ' A 
i W - ' 

2 , 0 . 2 , 4 , 1 , 5 9255 RUN 9260 LET 3=C/N*100 9270 CLS : PRINT AT 0,7; PAPER 1 ; "CONGRATULATIONS! ! ! "j AT 2,2; "YO U HAUE BROCKEN THROUGH THE";AT 4 ,14;"UALL.";AT 6.3;"YOU GOT ",C; " CORRECT ANSWERS" AT 3, 11; "OUT OF ";N;"." 9275 PRINT AT 10.4; PAPER 1;"THA T AS A PERCENTAGE IS";AT 12,14;3 
. i P • / (" 

9230 GO TO 9210 9300 REH 

9310 9320 9330 9340 9350 5,0 . 
2,0 . 
, - 3 , 8,7, .4,9 ,4,0 5,0. 2 , 12 9360 9993 9999 

RESTORE 9350 FOR X = 1 TO 4-0 READ Z: READ Y BEEP Z,Y: NEXT X DATA 0.4,5,0.4,5,0.2,4,0.2, 4,7,0.3,2,0.3,0,0.4,-2,0.4,-
2 , - 3 , 0 . 2 , - 2 , 0 . 4 , 0 , 1 . 6 , - 5 , 0 . 4 0.4-,-3 .0.2,-1,0.2,0,0.4,2,0. 0 . 3 , 0 , 0 . 4 , 10 , 0 . 4 , 10 , 0 . 2 , 10 , 0 ,0.2, 7, 1.6, 9, 0.4-, 2, 0.4, 2, 0.2 
. 2 , 5 , 0 . 4 , 7 , 0 . 3 , 1 2 , 0 . 6 , 5 , 0 . 2 , 4 , 15 , 0 . 4-, 15 , 0 . 2 , 15 . 0 . 4-, 14 , 0 . 
, 1 , 1 0 RETURN STOP 
SAUE "BRICKY" LINE 1 

M J J , p.- JL " V . .. 

•c - fc 
4- * 
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David Dobby's game. Purple Turtles, Is a version of a wel l k n o w n 
C o m m o d o r e 64 game w h i c h sold very wel l last year a n d matches up very 
wel l to the or ig ina l p rogram In playabll lty and purpose. 

T h e aim Is to get across a large river without fa l l ing In a n d d r o w n i n g . 
T h e on ly w a y across Is to use the turtles swimming In the river as stepping 
stones. 

Unfor tunate ly for you, the turtles are quite f o n d of d iv ing u n d e r w a t e r 
especially w h e n y o u h a p p e n to land o n theml A n d the on ly w a r n i n g they 
give Is by c h a n g i n g the co lour of their shell f rom purple to green. 

Purple Turtles Is a very simple game to play but It soon changes Into a 
real test of co-ordinat ion a n d strategy. 

Ful l Instructions are inc luded in the 
listing. 
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ill1,1 PTrrr^ 

G/ 

f i 

o 2 , 2 5 4 , 2 5 5 , 2 3 5 
2 9 0 V D U 2 3 , 2 1 6 , 9 , 1 2 8 , 1 2 8 , 1 5 2 , 1 9 2 

, 1 9 2 , 2 2 4 , 2 2 4 
3 0 0 V D U 2 3 , 2 1 7 , 0 , 0 , 1 , 1 , 3 , 3 , 7 . 7 
3 1 0 V C ' U 2 3 , 2 1 8 , 1 5 , 1 5 , 3 1 , 3 1 , 6 3 , 1 2 

7 , 1 2 7 , 2 5 5 
3 2 0 V D U 2 3 , 2 1 9 , 1 , 7 , 1 5 , 6 3 , 2 5 5 , 2 5 5 

, 2 5 5 , 2 5 5 
3 3 0 V D U 2 3 , 2 2 0 , 0 , 0 , 0 , 9 , 0 , 3 , 3 1 , 1 2 

3 4 0 V D U 2 3 , 2 2 1 , 0 , 0 , 0 , 0 / 0 , 2 5 5 , 2 5 5 
, 2 5 5 

3 3 0 V D U 2 3 , 2 2 2 , 1 9 5 , 1 9 5 , 0 , 0 , 0 , 0 , 0 

3 6 0 V D U 2 3 , 2 2 3 , 6 0 , 6 0 , 1 2 6 , 1 2 6 , 1 0 2 
, 1 0 2 , 0 , 0 

3 7 0 V O U 2 3 , 2 2 4 , 0 , 0 , 0 , 0 , 0 , 0 , 1 0 2 , 2 
3 1 

3 8 0 V D U 2 3 . . 2 2 5 , 2 4 , 6 0 , 2 5 5 , 1 2 6 , 6 0 , 
1 0 2 , 1 9 5 , 0 

3 9 0 V D U 2 3 , 2 2 6 , 0 , 0 , 1 2 3 , 6 8 , 4 0 , 6 6 , 
68, 60 

4 0 0 E N D P R O G 
4 1 0 D E F P R O C V R R 
4 2 0 S C * i = 0 : H I : K I L L * = 0 L I F E * « 3 
4 3 0 R $ * S T R I N G S < 2 0 , C H R * 2 0 8 > 
4 4 0 B S - C H R * 1 8 + C H R $ 0 + C H R * 3 + C H R » 2 

0 2 + C H R $ 3 + C H R S 1 8 + C H R 5 0 + C H R $ 5 + C H R i 
2 © 3 + C H R $ 8 + C H R $ 1 8 + C H R « 0 + C H R $ 4 + C H R 
$ 2 2 1 

4 5 0 C $ = C H R * i e + C H R $ 0 + C H R $ 4 + C H R $ 2 
2 2 + C H R $ 8 + C H R $ 1 8 + C H R $ 0 + C H R * 1 + - C H R * 
2 2 3 + C H R $ 8 + C H R $ 1 8 + C H R * 0 + C H R * 2 + C H R 
$ 2 2 4 

4 6 0 M R M $ = B $ + C H R $ 1 0 + C H R $ 8 + C * 
4 7 e S P R * = C H R $ 3 2 + C H R * 1 0 + C H R * O »-CM 

R $ 3 2 
4 8 0 E N D P R Q P 

E> 
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4 9 0 D E F P R O C S C R E E H 

5 0 0 C R R R V V " 0 7 T 0 2 4 : P R I 
5 1 r>CLS : C O L O U R S F '-'R/ • 1 ' 

HTTRB'- 0 , x > f l « - « T 0 x 6 : p R I N T T R B 

, 2 0 8 . ; . N E X T X 
• s f a R f r o R X - S T O l o 

W 0 P R I H T T R E C X , 2 0 > C H R » 2 0 8 , 

5 6 0 H E X T X 

5 9 0 H E X T X 
6 0 0 C O L O U R 1 3 4 

6 1 0 C O L O U R 2 
6 2 0 R E S T O R E 9 0 O 
6 3 O F O R I - 2 1 3 T O 2 2 0 

g ^ g p p ' l H T T R B < C O L / R 0 W >CHR.® I 

6 8 0 P R I H T T R B < o l | > C H R * 2 0 0 

6 9 0 F O R X = 1 - T O 4 S T E P . 
7 0 0 P R I H T T f l » < 1 7 , X >CHRS«-« 
7 1 0 H E X T X . ^ s r u e i t i ? 0 0 
7 2 0 P R I N T T B B < 1 , 

f 4 f p R l M T T R B < l / X > C H R , 2 0 1 

7 5 0 H E X T X 
7 6 0 C O L O U R 5 
7 7 0 C 0 L 0 U R 1 3 4 
4 p 0 F O R X - 2 T O l 7 S T E P 2 

T N T TRB< X , 1 7 > C H R * 2 2 5 7 9 0 P R I N T T R B C 
9 0 0 N E X T X 
8 1 0 C O L O U R 1 2 8 
© 2 0 C Q L O U R 2 
8 3 0 F O R I « 2 0 4 T O 2 1 'd 

8 8 0 G C O L 0 , 3 : V P ' J 3 : MOVE 1 2 2 0 , 5 2 2 ; P 

' • ' W , ^ , 1 3 , 0 , J 3 . 1 , 1 3 2 " e , B ' I Z 

E 

9 3 0 P R I N T T R B < 0 , 2 6 > - ^ r n » F » ~ 
940ENDPROC --'CORE** . s c ; 

9 5 0 D E F P R O C I N S T 
9 6 0 0 . 5 : C O L 0 1 U R £ 

" ' S ^ I J h E H U M B L E P O R T E R 
R v _ p h r c e T S ^ - r c r o s s S T H E ^ISET? 

y S ' U C O L O U R l : P R I N T -
R I V E R " ' ' " i s R l I I I n c i : U C K I L V T H E PPfv 'Tr-.ru-- i U L L 0 F T U R T L E S ' * - " » 

F RO v I D I N G T H E O N L V " " « m c t o m ^ -
R O S S I N C . " H E R N S O F C 

9 9 0 C 0 L 0 I I R 5 P P T M T ' ^ 
MP F R O M " ' " O N F I n n , t 1 U S T T U 
T M f l P r c „ p r ^ T J " M O T H E R . B I J ' f ' lHKE S U R E T H E " * •• t j to- r . J 

T I L L " - " T H E R E ! 7 " T U R T L E S S 
1 0 0 0 C O L O U R 8 : P R I N T ' ' " d d c ^ 

V K E Y " ; P R E S S R N h t 

1 0 1 0 E » « G E T » 
1 0 2 0 E N D P R O C 
1 0 3 0 D E F P R O C T I T L E 
1 0 4 8 C 0 L 0 U R 1 
1 9 S 0 P R I N T T f l B C 3 3 V ' P U P I M rr — 

^ ' - ' U R P L E T U R T L E 

i ; i m i i ft 
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•••i******* 
" ' • • ! ! ! ! ! ! 
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Zr 

1 0 6 0 P R O C M U S 1 C 

S R I S ™ 3 , 1 3 >•• I N S T R U C T I O N S 

if 

i X r ^ V P R O C I . C T 

1 1 1 0 E N D P R O C 
I I 2 0 D E F P R P C C N H E : , 5 M O V E ; . 
1 1 3 © r ^ O .• • I - \ - p - • n ; V D U 4 

1 J . 4 0 C 0 - C 
1 1 5 0 R E P E R T 
U 6 0 I F G O « 0 P R O C C C O L 
1 1 7 0 G O - G O + 1 
1 l 6 0 K I L L 5 i « = 0 

C O L O 

C , l I l 0 I F K I L U ^ l T H E N 1 4 3 0 

1 2 2 0 I F J * - 1 J ® " * * 

J I F W . - 0 O R X S 4 - 1 8 P R 0 C C R 0 

1250*P''' 1 5 Y < . E G , H : , ~ 1 

T S O I F I H K . E V < - 7 4 > P R O C J U M P 

II 

J J 3 3 0 I F W s > X 8 X % - I 8 : H % . . 

1 3 5 0 P R I M T T R B , : XV ^ y v ' e p 3 „ 

$ : VP.-J4 : G O T O l J 6 * " p * I N T M R N 

1 3 7 0 P R O C C H E C K 

I 1 F J ^ * 0 T H E N l 3 1 0 
1 4 0 0 I F K % » 2 W ; = : N v 

X ^ H ^ ^ ^ V ^ . P R I N T T R B C 
1023-C v - A ' S L H $ V D U 5 

» 2 J * 4 : P R 1 N T M f l N * V D U 4 : I F K i 

1 4 2 0 G O T O 1 2 2 0 
1 4 3 0 U N T I L X * > 1 8 OR K I L L * * ! 
J 4 4 0 E N D R R O C 1 

1 4 5 9 D E F P R 0 C J U M P 
1 4 6 9 1 F H 5 £ « 2 R N D X * « 0 H V 1 
1 4 7 0 1 F H ? £ = - 2 f i H D K ^ = 1 S H ^ - l 

1 4 9 0 1 F X " ; < 2 R N D I N K ' E - 9 5 > j L * 
1 5 0 O I F X * > 1 6 R N D I H K E Y < - 6 7 > V 
J 5 1 0 E N D P R O C " 0 

1 5 2 0 D E F P R O C M I J S I C 
1 5 3 0 R E S T O R E 1 5 8 0 ^ 
1 5 4 0 F O R X = 1 T O « 
1 5 5 0 R t R D N , P 
1 5 6 0 S O U N D l S ^ N j . D 
1 5 7 0 N E X T X 

I 1 5 8 0 D R T R 6 9 , 7 , 5 3 , 4 , 8 1 7 6 3 4 J 
| | * 7 , 8 1 * , 4 , , 6 9 , 7 , 5 3 , 4 

1 5 9 O F O R Q = 0 T O 2 5 0 O N P y r r 
1 6 0 0 E N D P R O C ~ 
1 6 1 0 D E F P R O C C H E C K 
4 —. A W _ _ . . . 

/ 

1 6 2 0 I F X * < 0 r n d j ^ I J ' ; = 0 P R I N T r e * 

R I N T T R B < / v > S P R * ^ l l l Z 
.1 C40V£>tJ5 J E N D P R O C 
1 6 5 0 P O 1 * ; = p n T NT." V V , - . 

2 > * 3 2 > > ^ • X ^ 4 , 1 0 i 4 - < < Y 5 £ + 

1 6 6 0 1 F P O 1 = * 6 K i l l 
1 6 7 0 V D U 4 
1 6 9 0 E N D P R Q C 
1 6 9 0 D E F P R O C S P L R S H 
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L_ -ZJk 
fit'-

1 7 0 0 C O L O U R 6 
1 7 1 9 P R I N T T R B < XV. , Y5J > S P R $ 
1 7 2 0 P R I N T T R E C X*/ . , 1 6 > C H R S 2 2 e 
1 7 3 0 S O U N D 0 , — 1 5 , 5 3 , 1 0 
l 7 4 0 F O R Q = l T O 5 0 0 0 : N E X T O 
1 7 5 0 L I F E V . = * L I F E * - 1 
1 7 6 0 E N D P R O C 
1 7 7 0 D E F P R O C R N O T H E R 
1 7 3 0 C L S : C O L O U R 1 : P R I N T T R B C 3 , 3 > " P 

URPLE TURTLES" 
1 7 9 0 C O L O U R 2 P R I N T T R B C 0 , 9 V ' Y O U R 

SCORE = " ; S C V . 
1 3 0 0 C O L O U R 3 
1 8 1 0 I F S C * > H I X H I 
1 8 2 0 P R I N T T R B C 0 , 1 2 > " H I G H S C O R E -
" j H I * 
1 8 3 0 C O L O U R 5 P R I N T T R B < 0 , 2 0 > " R H O T 

HER GRME < Y ^ N > ? " 
1 3 4 0 R E P E R T : : U M T I L Z * « " Y " 0 

R 2 « * M N M 

1 8 5 0 E N O P R O C 
1 8 6 0 O E F P R O C C R O 
1 8 7 0 1 F X ' i ^ O C R R R Y ' - i - O G C O L O , 3 ' V D U 5 

: M O V E 1 2 2 0 , 5 2 2 : P R I N T C H R S 2 0 2 . V D U 4 : 
C P L 0 U R 1 P R 1 N T T R B < 1 9 , 1 6 > , C H R $ 2 0 8 : 
PR I N T T R B f . 0 , 2 8 > , SPCX 1 5 > 

1 8 8 0 1 F X * : = 1 8 C R R R Y " : - 1 : PF: I NT TRBC 1 9 
, 1 5 > S P f l $ P R I N T T R B < 0 , 2 8 > " C A R R Y I N G 

B R G " 
1 8 9 0 C O L O U R 5 
1 9 O 0 E N O P R O C 
1 9 1 O D E F P R O C C R S 
1 9 2 0 S C * » S C ' - . + 5 0 : P R I N T T R B < 6 , 2 6 > , 8 

C ' : 
1 9 3 0 C R S V . - C R S V . + 1 : P R I N T T R B < 1 0 , 2 8 > 

; C R S * ; 
1 9 4 0 E N D P R 0 C 
1 9 5 0 D E F P R O C D I V E 
1 9 6 0 D 1 1 H T < < 2 * R 1 3fi > 4 6 4 , 1 0 1 4 - < 

< VV .+2 > * 3 2 > > 
1 9 7 0 D 2 V . = P 0 1 N T C < 2 * R 2 \ > * C 4 , 1 0 1 4 

< Y ' i + 2 >4 :32 > > 
1 9 8 0 I F D 1 " . 2 Y l \ 1 7 : Y 2 * = 1 8 
1 9 9 0 1 F D 1 Y 1 1 8 : Y 2 * . = 1 7 
2 0 0 0 C O L O U R 6 : P R I N T T R E < 2 * R 1 , Y 1 * > 

; C H P $ 2 0 8 : C O L O U R 1 3 4 : C O L O U R S P R I N T 
TRB< 2 * R 1 ' i , Y 2 > . > , C H R * 2 2 5 

2 0 1 0 1 F D 2 ' ^ 2 Y 1 1 7 • Y 2 " : = 1 8 
2 0 2 0 1 F D 2 " - . - 6 Y 1 1 8 : Y 2 * . = 1 7 
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i ' t p -« 

JL 
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5 *KEY10 OLDIM RUN IM 
1 0 M O D E 1 :VDU23;8202;0;0;0;:VDU 

19, 0,4, 0,0,0: HI*:=300 
1 5 E N V E L O P E 1 , 1 3 1 , 0 , 0 , 0 , 0 , 0 , 0 , 

1 2 6 , - 3 , 0 , 0 , 1 2 6 , 0 : P R O C I N 
20VDU23,224,255,8,31,63.63,3* 

,76, 63,23,225,128,0,197.254,13^, 
0,128,0,23,226,1,0,163,127,162,0 
, 1,0, 23, 227, 255, 16, 248, 252 . 252,. 1 
20.50.252.23.236.72.1.148.1.19.1 
34,16,66,23,237,65,8,34,144,192, 
137,32,130,23,228,0,1,7.31,63.12 
7,255,255 

30VDU23,229,63,255,255,255,25 
5,255,255,255,23,230,128.24fl,252 
, 254,255,255,255,255,23,231,0.12 
,62,127, 255, 254, 252, 248, 23 . 2^:2 , 2 
55,127,63,31,7,1,0,0,23.233,255, 
255.. 255, 255, 255, 255, 63 . 63 . 23, 234 
,255,255,255,254,252,249,128.0 

4 0 V D U 2 3 , 2 3 5 , 2 5 2 , 2 5 4 . 2 5 5 , 1 2 7 , 
6 2 , 1 2 , 0 , 0 , 2 3 , 2 3 8 , 0 , 1 , 7 . 1 5 , 3 1 , 6 3 , 
1 2 7 , 1 2 7 , 2 3 , 2 3 9 , 0 , 1 2 8 , 2 2 4 , 2 4 0 . 2 4 8 
, 2 5 2 , 2 5 4 , 2 5 4 , 2 3 , 2 4 0 , 1 2 7 , 2 5 5 . 
2 5 5 , 1 2 7 , 1 2 7 , 1 2 7 , 6 3 , 2 3 , 2 4 1 , 2 5 4 , 2 5 
5 , 2 5 5 , 2 5 5 , 2 5 4 , 2 5 4 , 2 5 4 . 2 5 2 , 2 3 , 2 4 2 
, 3 1 , 1 5 , 7 , 1 , 0 , 0 , 1 , 1 

5 0 V D U 2 3 , 2 4 3 , 2 4 8 , 2 4 0 , 2 2 4 , 1 2 8 , (=> 
, 0 , 1 2 8 , 1 2 8 , 2 3 , 2 4 4 , 0 , 4 8 , 1 2 4 , 2 5 4 , 2 
5 5 , 1 2 7 , 6 3 , 3 1 , 2 3 , 2 4 5 , 1 , 1 5 , 6 3 , 1 2 7 , 
2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 3 . 2 4 6 , 2 5 2 . 2 5 5 , 2 
5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 3 , 2 4 7 . 0 , 
1 2 8 . 2 2 4 . 2 4 8 . 2 5 2 . 2 5 4 . 2 5 5 . 2 5 5 . 2 3 . 2 
4 8 , 6 3 , 1 2 7 , 2 5 5 , 2 5 4 , 1 2 4 , 4 8 , 0 , 0 

6 0 V D U 2 3 , 2 4 9 , 2 5 5 , 2 5 5 , 2 5 5 , 1 2 7 , 6 
3 , 1 5 , 1 , 0 , 2 3 , 2 5 0 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 
2 5 5 , 2 5 5 , 2 5 2 , 2 5 2 , 2 3 . 2 5 1 . 2 5 5 , 2 5 4 , 2 
5 2 , 2 4 8 , 2 2 4 , 1 2 8 , 0 , 0 , 2 3 , 2 5 2 , 2 4 , 6 0 , 
1 2 6 , 1 2 6 , 1 2 6 , 1 2 6 , 6 0 , 2 4 , 2 3 , 2 5 3 , 0 , 0 
, 1 2 8 , 2 5 5 , 1 2 7 , 6 3 , 3 1 , 1 5 . 2 3 , 2 5 4 1 2 6 
, 1 2 6 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 

The Al l ied forces 
have been driven 
backwards to the 
French coast. Cold 
and hungry, the army 
is in desperate need 
of food, fuel and 
fresh ammunitions. 

As the captain of a Royal 
Navy gunship, you must 
escort a convoy of freighter 
ships bringing supplies to the 
stricken troops. 

Biplanes, balloons and 
Zeppelins fly above you 
raining bullets and fire 
bombs d o w n on your ship. 

A r m e d with only a single 
artillery gun, you must beat 
off the attackers and save the 
wait ing army. 

6 5 V D U 2 3 , 2 5 5 , 0 , 0 , 1 , 2 5 5 , 2 5 4 , 2 5 2 
, 2 4 8 , 2 4 0 

7Ft R«»=CHR*< 2 2 4 >+CHRS< 2 2 5 > 
CHR-5'. 2 2 6 >+CHR*< 2 2 7 > : C * - C H R « < 2 3 6 > 
+ C H R * < 2 3 7 > : 0 * ~ C H R * < 2 2 8 > + C H R * C 2 2 9 
•)+CHR$- 2 3 0 > + C H R * < 2 3 1 > : ES=-CHR*< 2 3 
2 ) + C H R * < 2 3 3 > + C H R * < 2 3 4 > + C H R » < 2 3 5 > 
" " F * « C H P » < 2 3 8 > + C H R * < 2 3 9 > G * - C H R * < 
2 4 0 ) + C H R « < 2 4 1 > : H * - C H R « C 2 4 2 > + C H R » 

< 2 4 3 > 
7 5 ( $ « C H R * < 2 4 4 >+CHR*< 2 4 5 }+CHR 

Sv 2 4 6 ; + C H R » < 2 4 7 > t J * « e H R » < 2 4 8 > + C H 
RSv 2 4 9 >+CHR*'C 2 6 0 >+CHR«< 2 5 1 > : K » « C 
HR$" 2 5 2 !> L « » C H R » < 2 5 3 >4-CHR«< 2 5 4 >+ 
C H R * < 2 5 5 > 

S0CLG : LI ";=3 : SC*»0 
:»R 1 *:-0 R2*:«0: R3^=0 R4*« 

0 : R5V.=0 : R6-4-0 : ft 1 1 : C1 1 : E1 1 : 
X 1 1 I J l 1 : S154= 1 : G 1 : G2?S« 1 0 : B 
1>.»1 :F1 '/.-I -Vl'^1 = T 1 V. 

1 00G?S» 1 0 8":=RNL>< 2 5 > + 1 B ' " . = 2 1 : 0 ; 
*RND< 34 >+1 : DM-4 : E*»RND< 34 >+ 1 : F'fc 
1 1 : X*;=RNDC 3 4 > + 1 Y > . - 2 3 : U*'.=RNDC 3 4 > 
+ 1 : V / . = 7 : 1 5 ; T * ; = 1 6 
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T H E N H l ^ H J i . E 
2 1 0 1 1 T H t N P P O C F I F F 
2 2 0 C O L O I IP l 

1 : P W M T T R B < C 1 3 f i , D l « 

2 4 0 I F R 2 " ; = 1 THEMPRlNTTRB-r U l S f i , V I V 
^ " ' V .1 - V 1 5 S : PR IHT TRB< U / v v 

2 3 0 I F R 3 ? s - t T H E N P R I H T T n B < E l " 

K * 1 : P R 1 H T T R E ' E 1 ' F i y. 

2 6 ® I F R 4 r < - | T H E N P R I N T T f l B < S l ^ T l % 

>; K $ P R 1 M T ™ * ' ; S 1 X . T 1 * 

2 7 * I F R S J j * t T H E H P R I NT T R B ' v i v Y . . it it v.* 1 •.-—•.j i . - ' •«/ ( I 

= P R X N T T R B C X 1 5 S , Y 1 « 

B 1 B 1 + 1 : p r j H T T R B c r i v , B l 

l 2 0 r r . L O U R l : P R I N T T R B < 2 , 1 > , L I V E 
C 0 L 0 U R 3 P R I N T T f l B < 1 3 , 1 > J ' 

SCORE® * SCV. C 0 L 0 U R 2 : P R I H T T f f i f c 2 6 . . 

1 • P R O C Z L M i ™ r P R 
O C B I L H : P R O C B I R M P R O C B L M s P R O C B R M . 

! 4 0 I R I R ^ T I , ; . 7 V L S 0 U H D 3 , ' 1 

1 ' 5 ' ^ X F R H D C 5 > - 3 R N D R P . ^ * N D D ^ 4 T 
n r 1 v s t r * : : c> l R i 1 

, U 5 - 3 P N D R 2 * - « W > V W T , HEN 
1 6 0 I F R H D C . . 

uem 111 • >v. • v i - • R 2 - 1 
H E H R H D < i > - 3 R H D R 3 * - 0 B N D F * - U 

T H E N E L : 

1 7 0 I F R N D < 5 > = 3 R H D 

T H E N s 15fi»S5S-: T 1 4 - T • R 4 ' . 1 

> ; K * 

THEN 

1 9 0 I F R N D < 5 > - ? R N D R 5 ^ 0 * N D Y % - 2 3 
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2 9 0 I F G 2 ' ; = 2 T H E N Z ^ 0 P R I N T T A B C G l 
V . + 2 , G 2 " : > , " " 

3 0 0 1 F D 1 * ; « 2 9 T H E N R 1 * : = 0 P R I M T T R B 
< C 1 . D 1 y ; " " 

3 1 0 1 F V 1 ' i « 2 9 T H E N R 2 X « 0 : PR I M T T R B 
u i v i *» y •" " 

3 2 0 1 F F 1 V . « 2 9 T H E N : PR: I N T T R B 
< E 1 3 6 / F ' l S f > . ; " -

3 3 0 1 F T i " ; » 2 9 T H E H R 4 " ; = S PR I M T T R B 
< S l 5 f i j T 1 5 i > ; " " 

3 4 0 I F Y 1 " . = 2 9 T H E N R 5 " ; « 0 PR I N T T A B 

3 5 © I F B 1 ' : » 2 9 T H E N R C ' . ^ O P R I N T T R B 
( R t B 1 > ; " " 

3 6 0 U N T I L O 
J 7 0 D E F P R 0 C G U N M 

3 8 0 P R I N T T R B < G > , 2 3 > , " " ; L t , *' " 

< 9 0 1 F G ' : = ? 4 I H E N PR I NTTAB< G"/., 2 8 > 

4 0 D r F G " i = 0 T H E N P R I NT TAB':. G t , 2 8 > ; " 
" : G ' i ~ 3 4 

4 1 0 1 F I MKEYC - 9 8 > T H E N G " i ~ G * . - 1 
4 1 5 I F 1 N K E Y < >THENG5i«G3s+1 
4 2 G E N D P R O C 
4 3 0 D E F P R O C Z L M 
4 4 0 C 0 L 0 U R 1 F ' R I N T T R B C 0'< >.; D t j 

" N ; T R B < C*£, 1 > , E $ , " " 
4 5 0 I P C " . =»0THEN P R I N T T R B < C ' i , D ' i > ; 

" T A B 1 ' C " : , D " . + 1 >; " " : C ' ' . -
3 6 

4 6C i C O L O U R 3 EJ JDPROC 
4 7 0 D E F P R O C 2 E M 
4 ^ 0 V D U 1 9 , 3 , 2 , 0 , 0 O 
4 9 0 P R I N T T R B < L T i , V " : > ; " " ; I t ; Tf lBC 

I J ' i , W » 1 >; " " .; J t : U'.~-=U*-;+1 
5 0 O I FU*»- 3 6 M IEM PR J N T T R B < U * , V " . > 

j " " ; TRB< u * : , V . + 1 > , " " : u " : 
= 0 

5 1 » C O L O U R S ENDPROC 
5 2 U D E F P R 0 C B I L M 
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5 COLOUR • PR I NT TAB», A " ; , B" ; >; A * 
; " " ; R"S~R5S- 1 

5 4 " I F A " ; 1 T H E N PR 111TTflB< R ' i , > ; 

5 5 ! " : - ' J L 0 U R 2 ENDPROC 
5 6 0 D E F P R O C B I R M 
5'. »PR 1f1T TRBv j , Y " ; ;>, " " ; Br . tf 

r r T H E N P R I N T T R B C X ^ V 
S II «> . •»/-

• m / j • i ' I • » 

5 8 0 E M D P R 0 C 
5 9 ' .'DE f" P.ROC B L M 
601 "PR I ! IT T M I X E ' ; , F " . > ; F t ; " " ; T A B 

<E"; . . F " i ' 1 •, G t , " " ; TAB-: E " i , F " ; + 2 > ; H * 

6 1 0 1 F E " ; - 0 T H E N P R I NTTf lBC E>. , F>. > ; » 
" ; TRB< £"'«, F * + l > ; " " ; TRB'- E>. 

, F ' . + 2 >; " " : E " : - 3 6 
6 2 0 E N D F R 0 C 
r . 3 0 D E F P R O C B R N 
6 4 0 C 0 L 0 U R 1 PR I N T T R B < S " ; , T?S'>; " " 

; F t , TRB< 3 ' ; , T". *• X > ; " " ; G - % T R B < S'<, T 
>.; " " H t 8 5 i - S * i + l 

6 5 0 1 F S ' i - 3 6 T H E N P R I N T T R B < S ' i , T - : >.; 
" ; TRB< S * . , T ' . + 1 > ; " " ; TRBC S 

\ f T " ; + 2 >.: " M : S 2 i « 0 
6 6 0 C O L O U R 3 : E N D P R O C 
6 7 0 D E I - P R O C F I R E 
6 8 G C 0 L 0 U R ' " ' PR I NTTRB< G 1 " i + 2 , G 2 * i > 

, i i " . I " . * . • . » . — - . * . 1 
, '. JiC. 1 

6 9 0 P R 11 JTTl iB' G 1 1 2 , >; K«6 COLO 
U R 2 

7 O 0 E N D P R O C 
7 1 0 D E F P R O C B 
7 2 0 I F A 1 > G * ; AND M l * ' . < G * + 4 AND 

B l * ; = 2 7 RMDR6V.-~1 T H E N GOTO 9 3 0 
7 3 0 I F C I " . -G"; AND C l ' . < G > . + 4 AND 

D l * . - 2 7 AND R 1 ";•= 1 THEN G 0 T 0 9 3 0 
7 4 0 I F E l G " . AND E l ? ; < G * + - 4 AND 

F 1 T . - 2 7 AND R 3 " i - 1 T H E N G O T O 9 3 0 
7 5 0 1 r X1?S>G5S AND X15S<G5S+4 AND 

v r . ^ 2 7 AND R 5 ' ; « 1 T H E N G O T O 9 3 0 
7 6 < » I F U 1 G \ AND U 1 >; < G ' ; + 4 Rf ID 

A N D T H E N G O T O 9 3 0 
7 7 » : t I r S i ' . Cv. AMD s 1 \ G*; + 4 A l I D 

T 1 AND R 4 V - - 1 PHEN G 0 T 0 9 3 D 
78 ' JENDPROC 
7 9 ' . i D E F P R 0 C A 
7 9 5 C O L 0 U R 2 
Q0y' t r G l - 2AMDG1 " .<C" ;+4AMDG2"< 

= 5 T H E N P R O C H I T Z L 
U l U 11 G1 \ > \ -2A I IL 'G t *.< C* .+4A | IDG2*v 

— 4 t m p m r r : o « m i r : ' L 



- II • E S •j i ,, • • • • h S ? 

J J J J U U i 

& w i f , r , t \ 2 0 1 5 s < E 5 f i + 2 B H D » 
» i i 11 M "; | 1 > R O C H I V ' t L 

, v i i i r n p r o c h i t e l 

r o * t m \ f \ I P P O C H I T B L 
6 1 V W . - 2 HMD C 1 * < B * + 2 R N D . 

s'.> 11 HEM P R O C H X T B I L 
^ f e l n A N D G I * + 2 < X * « -
3 R U D G 2 ^ 2 3 T H E N P R O C H I T B I R 

i f Q l K + 2 > S 5 S - 2 AMD G l / . + 2 < S / . 
• * n H D G 2 * - 1 6 T H E N P R O C H I T B R 

O 9 0 I F c r ; + 2 > S 5 f i - 2 A N D g i * + 2 < S % + 
3 R N 0 G 2 ^ 1 7 T H E N P R O C H I T B R 

• - ^ i I F . + 2 > S . ' ; ~ 2 RND 
3Rf 1DG2";=31 o n HEH P R O C H I T B R 

T U P M P R O C H I T Z R 
^ 1 0 1 F rG 1 + 2 > U t - 2 R H D G 1 U>S+4f lN 

0 G 2 V . - 8 T H E N P R O C H I T Z R 
c»20ENDPROC 
5 9 0 S O U N D 0 , 1 , 1 6 0 = P R I N T TRB< GX 

- 1 ' 2 8 > j C * ; C » ; C * ; TRB'^ CX, 2 7 > ; " 
" ; TRB< GX-1, 2 6 >.; " 

I X-\- IV.-1 
9 5 0 F 0 R F - 1 T O 2 0 0 ' N E X T : PR I NT T R B ' , 

1 , 2 8 > ; " 
» : F O R T ' 1 T O 3 0 0 0 

N E X T T : I F L X 5 S - 0 T H E N G O T O 1 2 6 0 
• 3 5 5 C L G • G O T O 9 0 
9 6 0 D E F P R O C H I T Z L 

9 7 0 S C ' / . = S C ' i + 5 O : P R I N T T R B C CX, OX > 

• • ; C S ; c » • " "; T R B < C>. , ox+1 > " ' ; 
R I L " " : S O U N D 0 , - 1 5 , 4 , 2 

9 8 0 F O R F * 1 T O 1 0 0 : N E X T F ^ 
Q 9 0 P R I N T T R B < C * , D 5 0 ; " J ™ •• .-••.•.— o LT - r w a l 

i n O O E N D P R O C 

1 0 1 0 D E F P R O C H I T B L 

„ 1 0 2 0 S C ^ » S C ^ + 2 0 : P R I N T T R B C E * , F5I > ; 
" ; C $ ; " " ; T R B C EX. FX+1 } • » » . R * » 

M ; TRBC EX. FX+2 >;•'••• C* : " « • Qniikin 
0 , - 1 5 . 4 , 2 - S O U N D 
1 0 3 O F O R F = 1 T O 1 0 0 .- N E X T F 
1 0 4 0 P R I N T T R B < EX, FX >: " » . 

1 0 5 O E N D P R O C 
1 6 6 0 D E F P R O C H I T B IL 
1 0 ? 0 S C ^ S C ? : + 1 0 : P R I N T T R B C . HX, B> > • 

1 0 8 0 F O R F - 1 T O 1 O O : N E X T F 
1 0 9 0 P R I N T T R B < F\X , BX >: " 

3 6 : G2*'.=3 
1 1 0 O E N D P R O C 
1 1 1 0 D E F P R O C H I T B I R 
1 1 2 0 3 C 3 S - S C 5 S + S : P R I N T T R B < XX, Y V > 
; C * S O U N D O , - 1 5 . 4 . 2 

1 1 3 0 F 0 R F = 1 T O 10P1: N E X T F 
1 1 4 0 P R I N T T R B < X X . Y X > " 
G2'I=3 
1 1 5 0 E N D P R O C 
1 1 6 0 D E F P R 0 C H I T B R 

" : ftX^ 

1 

3 7 • 
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H H I B H I K 
It gets very lonely and boring looking after a self automated 
freighter ship on a run to the distant planet Gamma L6. I mean, 
after the first six light years, you've already seen all the video films 
at least a hundred times each. 

But the owners off the freighter ship have devised a game that the 
crewmen of the ships can play to ease the boredom. It's similar to a 
game called Solitaire which was quite popular during the 20th and 
21st centuries. A l though their game, the Cosmic Pyramid, is much 
more complex and absorbing. It's guaranteed to keep you occupied 
for at least 15 light years!! 

Full instructions are included in the listing. 



5 . ••M*/* I, ' V: • 

A * = " 7 ~ 1 - 2 2 * ' 1 * = 176 | 
-E • " C:v=3072© V =S n = 7 3 6 9 B=rt+7 "=B-

JJFCTOPE ?6PT=iTOi0 R E C O C T ) P<T) NEXT -1 
> ~ H 3 2 32 133 101 133 113 118 II" 225 

24c 244 234 22 3 . 2 3 1 1 6 0 , 1 6 0 , 0 , 0 
= s - f j - i mb - 0 K E 3 3 3 7 ? 2? P 0 K E 3 6 8 7 8 , 1 5 
=S !NT»eB HE = - V R A H I D " 

— a s r " -23 - * _ _ 
- 0 R T = l T 0 l 2 P0KEA<" •>••; 3 POKE*' 

3 POKEA<TJ+C0+1 0 _ 
- l , O C 

T l ° t T,1 NEK1 

2-3 = 9 I'•'T S3 
. l i = 7 8 0 7 T H E N 2 0 3 

3 IFAt - ! 1 S"THEMRUh 
- •~H$="n ! ,ANl>PEE t A :>32THENS«ft 60T032 
; - ANDPEEr E O. 32THEHS-E <30T032 
- -FA*="C , ,AN1>PEEK : :: 32 'HENS*C 30T032 
6 : - : t o 2 2 
I - F I N T " 

:-ETB$ IFE J=" " THEN34 
; CE4=A$THEN34 
;rB'S-"A"'HENT=rt 30*043 
:-ti="B"THEMT=E 30 704c 
1 - Ef="C " THENT=C 3: T 
v=w|-i. .30 TO63 
-R I NT" IBB® Bf 
-0R W=S T 0 S-2 2 0 S T E = - 2 2 
"PPEEH W>=32THE?'(W=«-i-22 30 TO?4 

~ORF=1TOI0 • IFW=- F THEN53 

- O R T ' 0 T - 2 2 0 S T E P - 2 2 
IFPEE> (W) = 32THEN6^ 
•EXT 
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- i - 4 i ) , ! < 4 1 .E P 
T P0KE53288 5 P 0 K E 5 3 2 3 1 1: " S = 3 

F O P 7 = 4 3 1 5 2 " 0 4 3 2 3 1 = I - I - cOHE~ ft NE--
25 3VS49152 s 0 R T = 1 2 S 8 8 ~ . 12575 REA! f t POKE 
" A NEXT PRINTCHRi 2 

- 0RT = 1 T 0 4 1 REf t !T " NE>" 
r O R T = i T v - l P E A ! I T NE/ ~ 
F 0 R T = l T 0 l 5 PEAL-: " NEXT 
- 0 P T = l T 0 l 8 RE f t l ' - " " 
- 0 R T = 1 T 0 3 4 REf t !E * ME'-" 
" 0 R T = 1 T 0 3 4 P.EA!F " 

3-5 2 ! = 5 4 2 7 2 FORL«0TO24 F > EF11 *L 5 *•'£ ' 
" . '588 

PH. = 12 :*L=7 C0=542~2 H = l r 
: 1= 5 S K = i e e LI=4 LV=I - - = 

- : 3 p s =1 n w « m M f l a » M < 
J = " 

m 

5 1 P 0 K E 1 9 8 , 8 PRINT L FOF"=lTOPI* 
FT I = INT C48*RNI>1 - '.NT 1 -5 

- 1 5 2 4 IFPEEK ( I :: : - 2 " ^ E N T f 
r e POKE I >71 POKEI+Cv 3 NE:-" 
- . 3 F 0 P T = i 7 0 0 L 
~5 > I N T < 4 8 * R N ! < 1 - I N " * - r , I 1 ^ 5 * 4 0 
•1824 IFPEEKXI 0 3 2 " H E N ? 5 

8 8 POKE 1 , 7 2 : P O K E I+C0 3 N E • " 
= 5 PRINT-aaSCORE S:*-3 
- iPE" i_ r 

p r i n t ' s 1 
TAB <31 HSTAB 2" 

?e P R I N T " ."ffl 

= P : N T
I > -

= R I N T S P * I E I 

23 T A N ! ! - 4 8 THEMPC * E 
1 5 0 T 0 2 4 8 

ftl=bf ! = 

, f t * I =32 THEN128 
" P E E K 5GT0588 
IPPEEK< A+! " 7 1 T H E N 4 0 8 

- 8 I r ^ E E H rt+D ' « - 3 f t N M - s - 4 » T H E N ^ 5 0 
2 3 8 S O T 0 4 8 8 
338 I F 0 l < 8 7 H E N 0 l = 8 
335 = :KES£ + 1 INT ag**!^, 1 *4e P0KE5I+4 
35 POKESD+2.255 

L-'Z ^ ^ P P : N T ascORE SC 
1 : 5 - 0 R H = 1 T 0 2 5 : N E X 7 
: - 2 8 P 0 K E S ! + 4 , 8 3 0 7 0 1 2 8 

i r ^ n o T u c w j i Q a 6 !F01>8THEN488 
r c ~C=SC + <• 18 *LV *LEN TJ PR : a iWagK 

LE . EL-
e 

?5 :"EEr n+l! 12 
.85 *0»T«iTORP P'> Eft -i TCXEA+ I: 3 I-PEE 
• •:: 32THEN258 
118 3ETHS IFAJ ;:•"-E'-258 
128 :F0RS«1T0SK NEXT NEXT POKES!-1 
5 POKES!+4,1? 
;8 "J=_EFTt T i l E n " 5 - 1 :~_EN I =0TH 

i s r e 
- - 8 P R : N T S P » " T I M E T j - g 
_58 POKES!1 +4 , 1 6 GO" 1188 
238 :Fft»="A"AN!!«lTHEf<POKEi .68 ftl=S6 !=-
-3 3CT0248 
235 Irft®=" A" AN!!=-17HENP L >•' Eft 67 Ai»66 1 = 
—>3 3070248 
2 l 8 I P f t J = , , 2 " p » N ! ! « l " ' - ' E N P C - E -
3 C-: T j 2 4 B 
: ;Pftf="2"AN!!=-:TnENP:-Eft 33 "1 = 66 I =| 
-3 3vTO248 
228 ftN!I'=-48THEN^0KEP "3 -1=65 I 
=-1 3070248 
325 I~As=" 1 AN!!=48THENP''-'EA 59 ftl=65 != 
- _ 3v T ^ 2 4 8 
21-3 Irft*=" : •'ANI»r'=-45"rEn=-CXEft 53 ftl=55 ! 
= _ 1-0T0248 

- - - ^ - " U S i _ V * 1 8 " X " L E N ( T $ > 
-T-.' POKES!+5 8 POKES!+6 2 - 3 P>KES!+24 
- ~ 3 F v R T « i T 0 3 4 POKES! E ' ftN!255 POKES! -
- - " • 2 5 6 

POKESD+4 i " FOR!E=1TOF " * 1 8 NE>" 
3S8 POKES! +-4 , 15 NEXT 

: _ = 0 L + 4 0 1 = 0 L - 2 P K = R K + 4 SK=SK-1 
c - - - 1 3 2 3 ftl=66 uV=_ - i p p = p p f 2 3 0 T 0 5 8 
4 3 8 L I = L I - 1 
4 . 8 F0RH=1T0288 NEXT 

1 5 • 7 ; 256 
- 5 3 P O K E S ! + 4 , 1 ? F0R ! =1T0W T * 1 8 NEXT 
- 3 P O K E S ! + 4 , 1 6 NEXT 3 = - 4 8 
438 ! " L I = 8 T H E N P 0 K E 1 9 3 5 3 ^ 7 0 5 8 8 
4 3 0 5 0 T 0 5 8 
5 8 8 I F S O H S THENHS=SC 

P R I N T ' L f l i 

t52 DPINT" 
,t 

33 P R I N T " 

534 PRINT'* 

f _ 8 PP1NT"B 
2ALA'' 

15 P R I N T " 

i 

I i 

I I 

PROGRAMME ftN! 3RAPwICS BV H 

- -<SIC BV MARK SPERRVB 

5 2 8 P R I N T T A B < i e > " H I G H E S T SCORE . . . " H S 
: 5 PR INT TAB <11 "J£_nST SCORE . . , "SC 
1-3 ^ P I N T ' S ® THE I ! E A OF THIS 3AME IS T 

CONTROL" 
; 5 P R I N T " THE P I P E - L I N E SO THftT K 5UC 

S THE" 

42 
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1 • I i 11! nrr 

op I NT" 
• i S ' 

545 P R I N T " 
I AMOUNT 

'8 P R I N T " 
INS fi" 

PRINT" 

O I L I « AMI AVOIDS THE ROC 

AFTE- COLLECTING THE REQUIRE 

OF OIL VOU ML'ST PROCEED IN » 

THE OIL TANKER 

r : r / & 

CONNECT ION TO T-

P I N T ' S ® CONTROLS 
A-UP I-DOWN 

PRESS 

' - L E F T 2 

KEY TO STA 

f 6 5 PRINT" 
- - I S H T " 

~0 P R I N T " 
PT" cr 
538 P0KE3D+5 , 8 E = ! - 6 248 POKESD 15 

POrESD+3 . 1 WV-17 _ _ 
p o k e s d + 1 2 57 - - , ' Z s i + n e - : - E s : - i e 5 

- ^8 F 0 R T = I T 0 4 1 = : r E r I T " ^Nl '255 P0KESD+ 
• " T') £56 ' "5ETAI I F A i O " "HEN48 
5 ? 1 POKESD+7, T ' ANP255 P0KE3D+8,T > ) / 2 5 

P 0 K E 3 D + I 1 33 'F0RD=1T0D< ? 
688 POKESD + 4 , 1 

• 6 NEXT 
=18 POKESD+4/16 P O K E S I H i 32 NEXT 30T059 

p p i N T S P * " TIME " T l g 
668 FORH®1T01588 NEK" G0T04S8 
188© DATA169 ,8 133 1 6 3 , 1 6 9 
- 8 1 3 3 • 1 6 5 . 1 6 ? 283 1 3 3 . 1 6 6 

4 8 1 3 3 . 1 6 4 16 
A ( 

1848 I H T A 1 , 1 7 

2 8 8 4 E A T A 6 8 . 6 1 . 6 2 6 2 3 6 , 1 4 . 1 . 0 

2016 S A T A 2 5 5 , 2 5 5 , 1 2 6 . 6 8 24 60 6 6 , o e 
2018 I>AT A255- , 255 , 2 2 3 , 2 2 3 , 11- »3 
2828 I 'A T A255 , 2 5 5 , 25 1 2 5 1 2 4 2 . 2 8 6 , 2 5 2 , 2 8 8 

* , 3 / l i t -1- — - -

2188 DATA255,5c- 15 " 1 1 
-Q Q7 55 -15.0 

2182 I-ATA255 . 8 , 2 5 5 255 ,255 255 255 255 2 
5 - , 6 , 2 5 4 , 2 5 4 , 2 5 4 , 2 5 4 2 5 2 , 2 5 2 
2 : 8 - DATA252 , 2 5 2 , 2 5 2 24? 2 4 ? , 2 4 7 . 1 3 3 1.. 4 
5 r , 2 5 5 . 1 3 5 , 1 3 4 . 1 3 4 1 3 4 . 2 5 5 . 2 5 5 
2186 I - A T A 1 9 2 , 1 3 2 2 2 - 53 5 3 , 6 3 . 2 5 5 2 5 5 , 1 9 
2 192 1 6 8 . 1 6 8 144 . 136 134 

T h e a i m o f P i p e l i n e is t o g u i d e a 
p i p e l a y i n g m a c h i n e across t h e 
b a r r e n w a s t e o f T e x a s in s e a r c h 
o f o i l w e l l s . 

Y o u m u s t l i n k u p w i t h e n o u g h 
o i l w e l l s — at least f i v e — b e f o r e 
it's w o r t h y o u r w h i l e J o i n i n g u p 
w i t h a t a n k e r s h i p . A s u s u a l i n 
t h e o i l bus iness , y o u a r e 
w o r k i n g t o a v e r y t i g h t d e a d l i n e 
a n d y o u ' l l h a v e t o b e fast if y o u 
w a n t y o u r o i l t o b e o n t h e n e x t 
s h i p m e n t t o t h e r e f i n e r y . 

H a z a r d s t h r e a t e n y o u r v e n t u r e 
at e v e r y t u r n . A n d y o u w i l l h a v e 
t o b e c a r e f u l n o t t o d r i v e y o u r 
p i p e - l a y i n g m a c h i n e i n t o t h e 
s ide of a m o u n t a i n . 

T h e g a m e d o e s n o t use 
j o y s t i c k s . F u l l i n s t r u c t i o n s a re 
i n c l u d e d in t h e l i s t ing . 

2108 I/ATA6 ,• 36 . 128 . 123 12 8 96,64 ,64 
3588 E'ATA3608 , 3683 4858 . 4231.5487 4291 
3 818 I'A7A4856 3688 2~83 3663 4658 ,4291 
3828 3 ATA5487 4291 4058 3683 4291 .4858 
j 838 I1ATA4058 . 4053 •''291 461" 4291 4850 
3848 E-ATA360S 4291 . 5467 4291•3683 2703 
"- ,"-r;i !ATA2364 3215 368? 4231 4858 ,4291 
3860 IATA3603 4291 548" 4291 3683 
3078 DATA48 48 , 48 48 48 16 16 48. 48 48 
3888 IATA16.16 , -8 "t t- 4y -8 33, 48 .16 
3 338 I ATA16.48 . 16 16' 16 16 16 16, 48 48 
3895 DATA40 16 , 16 48 16. 16 18 16, 16 ,16 

7. Cljl DATA83 
3 _ 8 8 DATA4317 431"" 4317, 3668 3683 ,2364 
3 _85 IATA2783 2364 , 2783 2488 
3 118 DATA20.18 18 28 28 18 18 18, 18 40 
3286 DATA5728. 4291 5"23 4291 5723 • 4291 
3218 DATA5729 4291 : 723 6438 721" .7647 • 

3228 EATA8583 764"~ 6438 "64" 6438 7647 
2 3 T- .A A643B "64" 3 181 3533 3894 .. 9634 

3248 DATA10814 , 1 1 4 5" 643 8 "647,8101 
3258 DATA8583. 3834 3634 18314 114 07 
3 268 DATA10.18 , 18 18 18 18 18.18 16 .18 
3278 DATA10•18 4 5 18 16 18.18,18, 18 ,18 
3230 DATA18.18 16 18 18 28,1,1,1, 1,1,1.1 

18 % 

READ V. 

43 
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HUSHPOOHS 
MUTANT 

OBJ EC 
ARE: TEN I 
CONTINUE 

POINTS GROUND 
NEARER 

JMES THEV 
E R WAVE" 
you HAVE 
TO START' 

EXPLOSION 

M.FOOM 
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Veggie , a planet o n the far side of the Galaxy, has been 
w a g i n g w a r against several inhabited planets near the 

Earth's solar system. 
T h e life o n Vegg ie has evolved in a completely different 

w a y to that o n Earth. Plants have become the d o m i n a n t life 
form — but they have gained a taste for an imal flesh. 

Earth is n o w under attack from the merciless mushroom 
men. Y o u are the only person w h o has the power to stop 
the fearsome fungus. A r m e d with only a single laser gun, 

y o u must fry the mushrooms to a frazzle before they reach 
the ground. 

Full instructions are included in the listing. 
v i " * . \ v " > ' • * . 

0 

4 
a 



PggjMmffTTT7TTT7TF 

6 0 0 N E X T S 
FCLO SCORE-O 
620 LEVEL-: 
bZO R E M SC*SC0RE 
640 SC*<: 
e>50 G R * 2 3 
6 6 0 G C = 1 7 r r " t'« . . L ^ 
6 8 0 C A L L C L E A R 
6 9 0 F O R I » 1 TO 6 
7 0 0 ROW < 1 >-ROW < I » + L E V E L 
7 1 0 C A L L H C H A R < ROW 1 1 ) . C O L ( I > . M < l ) > 
7 2 0 N E X T I 
7 3 0 C A L L H C H A R ( 2 4 . 1 . 9 3 , ^ 2 ) 
7 4 0 C A L L H C H A R C G R . G C . 1 0 4 3 
7 5 0 T » - " S C O R E ! < S T R * ( S C > fc" _ 
7 6 0 T R - 2 4 
7 7 0 T C - 8 
7 8 0 GOSUB 2 4 4 0 „ 
7 9 0 T » - " W A V E _ - _ " « « S T R » ( L E V E L > S < _ 
BOO TR-=24 
8 1 0 T C = 2 3 
8 2 0 GOSUB 2 4 4 0 
3 3 0 IF L I F E - 1 - 0 T H E N 8 5 0 
8 4 0 C A L L H C H A R ( 2 4 , Z , 1 2 8 . L I F E - 1 
8 3 0 REM T H E GAME 
B 6 0 R R = I N T ( R N D * 6 ) + 1 
8 7 0 RL-RR ^ ^ 
3 8 0 I F M ( R L ) - 3 2 T H E N 9 4 0 
0 9 0 C A L L H C H A R ( R O W ( R L ) . C O L ( R L , . 
9 0 0 R O W ( R L ) - R O W ( R L ) + 1 
9 1 0 I F R O W ( R L ) - 2 3 T H E N 1 9 4 C 
9-^0 C A L L SOUNOC-IO. 1 1 1 . 0 . 1 1 - . O ) 
9 3 0 C A L L HCHAR < R O W ( R L > . C O L ( R L ) . M ( R L ) ' 
9 4 0 GOSUfc 9 6 0 
9 5 0 GOTO 8 6 0 
9 6 0 C A L L K E Y ( O . K . S ) 
9 B 0 I F ( K — 9 0 ) + ( K = 4 6 ) T H E N 1 0 1 0 
9 9 0 I F K = 7 0 T H E N 1 0 9 0 
1 0 0 0 R E T U R N 
1 0 1 0 C A L L H C H A R f G R . G C , 3 * > 
1 0 2 0 G C a G C + ( 1 * ( K - A S C ( « 2 - > ) I - < 1 » < * - A S C < 
1 0 3 0 I F 6 0 > 3 2 T H E N 1 0 4 0 E L S E 1 0 5 0 
1 0 4 0 G C = 3 2 _ 
1 0 5 0 I F GC 2 T H E N 1 0 6 0 E L S E 1 0 7 O 
1 0 6 0 G C - 2 
1 0 7 0 C A L L H C H A R ( G R . G C . 1 0 4 ) 
1 0 8 0 GOTO 1 0 0 0 
1090 REM F I R E GUN 
1 1 0 0 S S - 7 
U 1 0 C A L L S O U N D ( - 6 0 0 . , 1» 
1 1 2 0 F O R I - G R - 1 TO 1 S T E P - 1 
1 1 ^ . 0 C A L L GCHAR ( 1 . 6 C . H I T ) 
! . TC (U I T-9A) + < H I T = 9 7 ) + ( H I T = 9 8 ) 
+ ( H i T - 9 9 ) + ( H T T = 1 C O V + - ( H I T » 10JJ_THEN 1 2 1 0 
1 1 5 0 C A L L V C H A R ( 1 . & C , 4 2 > 
1 1 6 0 C A L L V C H A R ( I . G C , 3 2 ) 
1 1 7 0 C A L L S O U N D ( - 9 0 0 , 4 0 0 0 , S S > 
1 1 8 0 S S - S S + 1 

' ) ) 

1 1 9 0 N E X T J 
1 2 0 0 GOTO 1 0 0 0 
1 2 1 0 REM H I T ' 
1 2 2 0 FOR S « 1 TO 5 
1 2 3 0 C A L L S O U N D ( — 1 0 0 0 , - 7 s * 4 
1 2 4 0 C A L L H C H A R i [ , G C . 1 2 1 ) 
1 2 5 0 C A L L H C H A R ( I . G C , 1 2 0 ) 
1 2 6 0 F O R D E L = l TO 5 0 
1 2 7 0 N E X T D E L 
1 2 8 0 N E X T S 
1 2 B 1 C A L L S O U N D ( — 1 0 0 . - 7 ~<v 
1 2 9 0 S C « S C * 1 0 * L E V E L 
1 3 0 0 r » s " S C O R E _ :: " ? , S T R * f S O " " 
1 3 1 0 T R = 2 4 
1320 TC^E 
1 3 3 0 GOSUb 2 4 
1340 FOR TO 6 
1350 IF M( W ) = H I T t h e n 
1360 NEXT W 
1370 GOTO 1400 
1380 M(W)=32 
1390 GOTO 1400 
1400 CALL HCHAR(I,GC.32) 
1410 SFLAT-SPLAT+l 
1420 IF SPLAT=6 THEN 1440 
1430 GOTO l O O O 
1440 LEVEL=LEVEL+1 
1450 CALL SCREEN(5) 
1460 SCORE=SC0RE+SPLAT 
1470 SPLAT=0 
1480 FOR 1=1 TO 5 
1490 CALL SOUNDdOO. 110*1, I, 150« 1,1-1) 
1500 FOR LP"1 TD 30 
1510 NEXT LP 
1520 NEXT I 
1530 FOR 1=1 TO 24 
1540 PRINT 
1550 NEXT I 
1560 CALL SCREEN(5) 
1570 PRINT " E N D o f l e v "•LEVEL—1 
1580 IF LEVEL>10 THEN 1770 l M 

1^90 PRINT "NOW FOR LEVEL "•LEVEt 
1600 FOR 1=1 TO 400~ " ' L E V E L 

1610 NEXT I 
1620 IF LEVEL-6 THEN 1630 ELSE 1700 
1630 LIFE-LIFE+1 
1640 PRINT ; : s : : j • : 
1A50 FOR 1=1 TO 10 
1660 PRINT TAB (1+2) ! "EXTRA Llhf 
1670 NEXT I 
16B0 FOR I^i TO 300 
1690 NEXT I 
1700 CALL CLEAR 
1710 CALL SCREEN(2) 
1720 FOR 1=1 TO 6 
1730 h(1)^1+95 
1740 ROW(I)=0 
1750 NEXT I 
1760 GOTO 650 
1770 FOR 1=110 TO 220 STEP 20 

i : : : : : : : : : i : : i 

N 



»1790 NEXT I t 5 > 

1 0 0 0 1910 FOR l 
1020 PRInT _ 1 Q 7 0 

ISS — 
S 5 S S ' s u c C E S ^ V . C O n P L ^ D . - , 
l870 PRINT ™ e L S» 

1990 PRINT B- T T C ...SCORE 
S B S8R ;; 

190O NEXT I t h E N 2O60 
1990 IF C 0 L t^r + 1 TO GC-1 
2000 FOR l - g y S T x , !26) 
2 0 1 0 SOUND C- ' 0 . -5 ,5> 
S & S K 5 5 S * C 2 3 . I . 3 2 . 

' S S Oofo ^ j o ^ . , T 0 G C + t STEP -
,2060 FOR 1.1261 

_ 2070 CALL. 

:i20 CALL COLOR 
"130 FOR I"1 1 

C A l I HCHAR'OR.GC.IOS) 

U S FOR 1 = 1 3 0 0 

2170 NEXT 1 O R ( i o . l 0 . 1 ) 2200 
2 180 CALL COLOR T H £ n 2 3 6 0 E L S ^ _ -IF r - ^ B I ^ ^ 

5 3 

::::::::::::::::::::: 

st:: 
SSL 

I ' ' S S S - " * " ' 
2210 PRIN T

 0 

2220 n f v r x 

m 
2S 

"OOPS 
J - I P E GONE 
500 J g o 

2 2 6 0 FOR i 
P R I N T 

2280 next-

B 
2310 M < I J = I + 
2320 H O N ( r „ n

S 

; - 3 0 n E x t I 
2340 SPLAt^o 
| 350 goto ASO 

2300 -
2390 T*= "GflMtr 

NEXT J1 

- 430 GOTO 
2440 REM 

R E T U RM 

V1 

\ 



10 OPEN #1,4,0,"K:":DIH AS(7),B$(5),C(5),A1(16),B1(16),C1(16),D1(16) 
11 FOR W-l TO 16:A1(W)-0:B1(W)-0:C1(W)-0:D1<W)-0:NEXT W:G0-1 
15 GOSUB 25000 
35 GOSUB 9500 
60 DATA 0.3,1,5,2.7,3,9,4.11,5.10,6.6.7.5.0,3.9.1.10,4,11,6,12.8.13,10,14.7.15,4 
.16.2,17,0.18,2,19,4,20,5,21.7,22 
65 DATA 9,23,11 
70 POSITION 1.9!? "HOW MANY WILL PLAY UP TO 4 PLAYEHS":PP-1:GET tl,KP:KP-KP-4 
8: IF KP>4 THEN 30 
75 POSITION 1,9:? " " 
80 POSITION 5,111? "player "iCHR$(PP+144) 
85 POSITION 5,12:? "round "iOO 
200 R-5:Y—8:G0SUB 10000:GOSUB 11000 
210 GOSUB 13000:GOSUB 14000 
220 D-1:V—8 
230 FOR DICE-1 TO 6:IF DICE>5 THEN 270 
240 IF BSCDICE,DICE)-"K" THEN V-V+8:NEXT DICE 
250 IF BS(DICE,DICE)-"C" THEN GOSUB 15000 
260 NEXT DICE 
270 GOSUB 16000 
300 GOSUB 12000:GOSUB 13000:GOSUB 14000 
310 D-1:V—6 
320 FOR DICE-1 TO 6:IF DICE>5 THEN 360 
330 IF B$(DICE,DICE)-"K" THEN V-V*8:NEXT DICE 
340 IF B$(DICE,DICE)»"C" THEN GOSUB 15000 
350 NEXT DICE 
360 GOSUB 17000:GOSUB 16000 
400 FOR T-l TO 600:NEXT T:OOSUB 75O0:G0SUB 24000 
440 POSITION 1,20:? "THE DICE READ " jC(l):"." sC<2) s". "|CO> l"." (C(4) t". "iCfSJl" 
":"( PLAYER ";CHR$(l76+PP))" 
441 POSITION 0.21:? " INPUT WHERE YOU WANT YOUR SCORE TO GO" 
442 POSITION 0,22:? " TO ENTER A BUNK PRESS "SPACE BAR*" 
450 GET #1,K:IF K-32 THEN SCORE—1:G0T0 4500 
455 IF K<65 OR K>77 THEN 450 
468 IF K>70 THEN Y-K-62:G0T0 470 
469 Y-K-64 
470 IF PP-1 THEN X-20:G0T0 3000 
475 IF PP-2 THEN X»25:G0T0 3100 
480 IF PP-3 THEN X-30:G0T0 3200 
485 IF PP-4 THEN X-35:G0T0 3300 
490 IF 00-13 AND PP-KP THEN FOR T-l TO ?50:NEXT T:G0T0 2600Qr 
492 POSITION 0,20:? " * 
494 POSITION 0,21:? " " 
495 POSITION 0,22:? " PRESS ANY KEY TO CONTINUE ":GET #1.K 
504 S1-0:S2-0:S3-0:S4-0:S5-0:S6-0 
505 PP-PP+1 
510 IF PP>KP THEN PP-1:G0-CC*1:IF G0>13 THEN 26000 
520 GOSUB 9500:GOTO 80 
3000 GOSUB 20000: IF Al(YXX) THEN 4600 
3010 IF Y<7 THEN GOTO 3050 
3020 GOSUB 22000+Y-l:A1(Y)-SC0RE:A1(16)-A1(16)+A1(Y) 
3030 GOSUB 24000:GOTO 490 
3050 GOSUB 22000+Y+l:A1(Y)-SC0RE:A1(7)-A1(7)+A1(Y):IP Al{7)>63 THEN A1(8)-A1(8)+ 
35:A1(16)-A1<16)+35 
3060 A1(8)-A1(8)+A1(Y):A1(16)-A1(16)+A1(Y)"GOTO 3030 
3100 GOSUB 20000:IF B1(Y)<>0 THEN 4600 
3110 IF Y<7 THEN GOTO 3150 
3120 GOSUB 22000+Y-1:B1(Y)-SCORE:B1(16)-Bl(16)+B1(Y) 
3130 GOSUB 24000:GOTO 490 
3150 GOSUB 22000+Y+l:B1(Y)-SC0RE:B1(7)-B1(7)+B1(Y):IF Bl(7)>63 THEN Bl(8)-Bl{8)* 
35 :B1(16)-B1C16)+35 
3160 B1(8)-B1(8)+B1(Y):B1(16)-B1(16)+B1(Y)tGOTO 3130 
3200 GOSUB 20000:IF C1(Y)<>0 THEN 4600 
3210 IF Y<7 THEN GOTO 3250 
3220 GOSUB 22000+Y-l:C1(Y)-SC0RE:C1(16)-Cl(16)+C1(Y) 

48 



l l i i 

m MBB 111 [! 1 

? ™ S ? T v i d e o Games has a long record of ^ b l ^ h l n g h l g h 
quality versions of famous board games - notably Master-MInd, 
chess and a particularly good computer version of Monopoly in last 

F e S o r U w T c L ^ r e a T i e $ t t h . s year s mega-issue go without a board 

9aWee'conslder David Baines Yahtzee to be one of the best board 
g a m e conversions we've yet seen and we think it s quite a good 
way to end this month's Book of Games. 

CU7»63 THEN «( •>•«<•>* 

3250 GOSUB 22000* * * " " " 1 1 

S i C 1 ( 1 6 ) - « ( » > 3 = [ ( ¥ ) . c i t l « ) - C l C l 6 ) * C l ( Y > : 3 0 T 0 3230 
32^0 (Y

0 ; V f f lEN 4600 
GOSUB 20000: IF 

2 S 5F Y<7 THEN G O W " 5 0 d i U 6 ) + d 1 ( Y ) 
3320 GOSUB 22O00+Y-l:DUV)-SCORE.01U m , 7 1 > 6 3 THEN DlC6)-Dl<0>< i s «•»0l<7,>65 

H ss s -
aeio 

a s f f i j s - " " — 
4660 B1(Y)—1 
4670 GOTO 4900 
4700 IF C1(Y)<>0 THEN 4600 
4710 C1(Y>—1 

S S i F U S — 
4760 Dl(Y)~ 1 

" " I 

T HIS SPACE IS ALREADY TAKEN 

PRKSS ANY KEY TO CONTINUE 
4770 GOTO 4900 „ 
4800 POSITION 0.22i? 
TIGOTO 442 - « 

4900 POSITION 0,22:? 
4910 GOTO 504 
5000 RE* D A T A 

5010 DATA • . 
5020 DATA « 
5030 DATA • . . 
5040 DATA • , . , . ' 
5050 DATA • . . * , i 
S S h I C S 0 : P 6 K E n 0 > : K > K E 752.1^ 
'zzZ ^ c t i f t N 1 0 : ? 

; F 0 R T-l TO 200:NEXT 

tGET #1.K 

,1 PL.2 PL.3 4 
73W 
7 S 1 0 POSITION 

• 

• I 

49 



7520 
7530 
7540 
7550 
7560 
7570 
7580 
7S90 
7600 
7610 
7620 
7630 
7640 
7650 
7660 
7670 
7680 
7690 

POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 
POSITION 

2:? " 
3:? " 
4:? " 
5s? " 
6:? " 
7s? " 
8s? * 
9:? " 
10:? 
111? 
12!? 
13:? 
14:? 
15:? 
1 6 : ? 
17:? 
18:? 
19:? 

One's - A.|" 
Two's - B.|" 
Three'* - C.|" 
Pour*B - D. |" 
Five's - E. |" 
Six's - F. [" 
TOTALS - -.[" 
TOTAL THIS SEC-.|" 

4 

' 3 OF A KIND...0.|" 
' 4 OF A KINO...H.|" 
' FULL HOUSE.,..I.|" 
1 LOW STRAIGHT..J. 
' HIGH STRAIGHT.K.j" 
' YAHTZEE L. | " 
CHANCEi*»«»**iK* 

' GRAND TOTAL.,.-.I" 

i 

":COSUB 24000:RETURN 

X:? A$:NEXT X 
TO 2:NEXT J:S0UND 0.S.10.12:F0R J-l TO 2:N 

o .NEXT K:FOR K-l 

9500 GRAPHICS 0:P0KE 752,1:P0KE 706,94:P0KE 709.190:POKE 710,248:P0KE 711 110:P0 
KE 712,248 
9510 L-PEEKC741)+256"PEEK(742) 
9520 RESTORE 9540 
9530 FOR Q-l TO 14:READ P:F0KE L+P+6.6:NEXT Q 
9540 DATA 1.2,10,11,12,13,14.15.16,17,18.19.20,21 
9550 FOR Q-22 TO 25:POKE L+Q+7,7:NEXT Q:RETURN 
10000 POSITION 1,1:? " first throw ":RETURN 
11000 FOR DICE-1 TO R:Y-Y+8 
11020 I-INT(RND(0)*6)+1:C(DICE)-I 
11030 RESTORE 5000+(I*10> 
11040 FOR X-2 TO StREAD A$:POSITION Y 
11050 FOR S-200 TO 0 STEP -20:FOR J-l 
EXT J:SOUND 0,0,0.0:NEXT S 
11060 NEXT DICE:RETURN 
12000 POSITION 1.1:? " second throw ":RETURN 
13000 POSITION 2,12:? "to change a dice PRESS "C* " 
13010 POSITION 2,13:? " to keep a dice PRESS "K'" 
13020 POSITION 3,15:? "YOU HUST PRESS C OR K FOR EACH DICE" 
13050 RETURN 
14000 X-1:Y-10 
14010 FOR R-l TO 5:FOR G-l TO 2:F0R K-l TO 10:POSITION X,Y:? 
TO 10:POSITION X.Y:? "?M:NEXT K 
14020 POKE 764,255:NEXT G 
14030 GET fl.KilF K<>75 AND K<>67 THEN 14030 
14040 POSITION X.Y:? CHR$(K):B$(R)-CHR$(K):X-X*4:NEXT R:RETURN 
15000 V-V+8:FOR S-0 TO 200 STEP 50:F0R K-l TO 2:NEXT K:S0UND O.S,10,12:FCR K-l T 
0 2:NEXT K:SOUND 0,0,0,0:NEXT S 
15010 FOR Y-2 TO 8:F0R X-V TO V+6:P0SITI0N X,Y:? " ":NEXT X:NEXT Y 
15020 I-INT(RND(0)*6)+l:C(DICE)-I 
15030 RESTORE 5000+(I*10) 
15040 FOR S-200 TO 0 STEP -20:FQR K-l TO 2:NEXT K:SOUND O.S.IO,12:FOR K-l TO 2:N 
EXT KlSOUND 0,0,0,0:NEXT S 
15050 FOR Y-2 TO 8:READ AJ:POSITION V,Y:? A$:NEXT Y 
15060 RETURN 
16000 POSITION 2,12:? " 
16010 POSITION 2,13:? " " 
16020 POSITION 3.15!? " 
16030 POSITION 1,10:? " " 
16050 RETURN 
17000 POSITION 1,11? 
20000 FOR D-l TO 5 
20010 IF C(D)-1 THEN Sl-Sl+1 
20020 IF C(D)-2 THEN S2-S2+1 

final throw ":RETURN 

50 
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20030 IF C(D)-3 THEN S3-S3+1 
20040 IF C(D)-4 THEN S4-S4+1 
20050 IF C O >-5 THEN S5-S5+1 
20060 IF CO)-e THEN S6-S6+1 
20065 NEXT 3:RETURN 
22002 SC0RE-1»S1(RETURN 
22003 SC0RE-2*S2:RETURN 
22004 SCORE-3* S3:SETURN 
2 2 0 0 5 S C 0 R E - 4 - S 4 : R E T U R N 
22006 SC0RE-5*S5:RETURN 
22007 SC0RE-€*S6:RETURN 
22000 SCORE-C(1)*C(2)*C{3)+C(4)+C(5)(RETURN 
22009 SC0RE-C(1)*0{2)+C(3)+C(4)+C(5)(RETURN 
22010 SCCRE-25:RETURN 
22OI: SCORE-SO:RETURN 
22012 SCCRE-40:RETURN 
22013 SC0RE-50(RETURN 
22014 SCORE-C(1)»C(2)+C(3)+C(4)+C(5)(RETURN 
24000 FOR Y-2 TO 9:X-20:POSITION X.Y:? A1(Y-1):IF Al(Y-l)—1 THEN POSITION X,Y:? 
1 I* 

24002 NEXT Y 

24005 FOR Y-ll TO 17:P0SITI0N X,Y:? A1(Y-2):IF Al(Y-2) — 1 THEN POSITION X.Y:? -

240C7 NEXT Y 24010 FOR Y-2 TO 9:X-25:P0SITI0N X.Y:? 31<Y-U:IF Bl(Y-l)—1 THEN POSITION 25.Y: ip " 
24012 NEXT Y 

24015 FOR Y-lt TO 17:P0SITI0N X.Y:? Bl(Y-2):IF Bl(Y-2)—1 THEN POSITION 25.Y:? 

24017 NEXT Y 

24020 FOR Y-2 TO 9(X»30:P0SITI0N X.Y:? C1(Y-1):IF Cl(Y-l)—1 THEN POSITION 30.Y: 

24022 NEXT Y 24025 FOR Y-ll TO 17:P0SITICN X.Y:? C1(Y-2):IF ClCY-2)—1 THEN POSITION 30.Y:? It 24027 NEXT Y 
24030 FOR Y-2 TC 9:X-35:POSITION X.Y:? D1(Y-1)(IF Dl(Y-l)—1 THEN POSITION 35,Y: 

24032 NEXT Y 24035 FOR Y-ll TO 17:POSITION X.Y:? Dl(Y-2):IF Dl(Y-2>—1 THEN POSITION 35,Y:? O 

24037 NEXT Y 
2404C Y»18:X-20:FOSITIQN X.Y:? Alt 16)(POSITION X+5,Y:? 01(16):POSITION X+10.Y:? 
Cl( 16)(POSITION X+15.Y:? D1Q6) 
24050 RETURN 
25000 GRAPHICS 17:P0KE 708,250(POK£ 709,6:F0KE 71C,12:P0KE 7i;,26(P0KE 712,50 
25C05 FOR S-230 TO 0 STEP -10(SOUNO O.S,10,10:READ Y,X 
25010 POSITION X.Y:? #6:"YahTzEe" 
25015 FOR X-l TO 20:NEXT K :NEXT S 
25020 SOUND O,0,0,O(SOUND 1,0,0.0:RETURN 
26C00 GRAPHICS :e(F0KE 71>,228 
26010 POSITION 1,3:? #6j"PLAYER 1 SCORE ";A1U6) 
26020 POSITION 1,5:? #6;"PLAYER 2 SCORE ";B1(16) 
26030 POSITION 1,7:? #6;"PLAYER 3 SCORE "sClU6) 
26040 POSITION 1,9:? »6;"PLAYER i SCORE ":DL(16) 
2605C IF Al(16)>B1(16) AND Al(16)>C1(16) AND Al<16)>D1(16) THEN 26100 
2606C IF Bi{16)>Al( 16) AND B1(16)>C1<16) AND l'l(16) >01( 16) THEN 26110 
26070 IF Cl(16)>A1(16) AND Cl(16)>B1(16) AND CI(16)>D1(16) THEN 26120 
26080 POSITION 2,1:? #6;"player 4 wins ":GOTO 26080 
26100 POSITION 2,1:? "player 1 wins ":30TC 26100 
26110 POSITION 2,1:? #o:"Flayer 2 wins ":GOTO 26110 
26120 POSITION 2,1:? *6;"player 3 wins "(OOTC 26120 



I K GREAT C&VG COVER-UP! 

' / M 

Why not br ighten up those bor ing old blank tape labels by using C&VG's Book of Games 
cassette inlays? Just use a sharp pair of scissors to cut out the labels, paste them onto the 
blank cassette inlay a n d you' l l have you're very o w n custom-made C&VG games cassette. 

Neat eh? If y o u don't w a n t to spoil your Book of Games, w h y not get together with a 
f r iend a n d swap them — or else buy another copy of C&VG? We have to keep paying 

protection money to the Bugs somehowl 


